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start-up software firm published a computer game that was like nothing else 
arket. It didn't have space aliens or killer elves or hulking barbarians. Instead, 
Dt a blank plot of ground, some buildings, roads, and power lines, and $10,000 
ch to build a citv and keep it running. 

er games publishers were dumbfounded; who’d want a boring game like that? 
ied out, there are over two million people worldwide who have purchased 
ince it was released, and who continue to buy it in record numbers. 

City 2000 is not just the update to a classic computer game. It’s the game the 
Will Wright, wanted to create all along. Advances in personal computers since 
e allowed Will to add all the goodies any respectable city should have: subwav 
s, bond issues and budget battles, mountains, marinas, major disasters and 


new features of SimCity 2000 add up to a heightened sense of realism, with 
ensional graphics and an on-screen newspaper that keeps vou in touch with 
full of demanding, opinionated people. Think of SimCity 2000 as one more 
rd the day when each of us will have our own personal cities to live in, manage, 
d destrov—and experience all the headaches of vour average big-citv mavor. 
lity might start looking good again. 


Jeff Braun 
CEO of Maxis 
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Introduction 


The Wages of Sim 


We were having too much fun playing SimCity 2000; too engrossed to bother about such 
bothersome details as writing about it, or meeting our editor’s deadlines. 2 A.M, 3 A.M, 
4 A.M; they’d all came and went, while nary a written word was committed to the page. 

SC2K is like that—dangerously addictive; a mix of utter simplicity to play and 
continually surprising depth and challenge to master. It is the simplest and most 
complex of games, easy to start and manipulate, yet never truly mastered. The further 
one goes, the more one plays, always there are new discoveries and insights waiting and 
another “gotcha!” waiting to surprise. Frustrating and exasperating SimCity 2000 often 
is, but at the same time, like a very good book, it can be impossible to put down. 

Fechnically, SimCity 2000 is not really a computer game. It's a simulation; one 
which tries to reproduce on a personal computer the creation, building and manage- 
ment of cities. Not only does it succeed brilliantly, but it does what it claims to do well 
enough to be used both in schools and as a training tool for professional (and potential) 
managers and planners. Will Wright, the man who created the original SimCity (now 
called SimCity Classic) for the Commodore C-64 computer in 1987, admits that 
"…oimCity 2000 is not a mirror of reality, it's a caricature of reality.” 

As the saying goes, that's close enough for government work. The player takes the 
place of the city planners, managers and mayors; the life and death of the burg is totally 
in her hands. But, unlike real life, when a Sim city crashes and burns, it takes no toll on 
life or property. Loss of sleep is typically the only negative physical consequence of a 
bad night in Black Rock. 

Wright also describes SimCity 2000 as a “Software Toy.” Unlike games which 
usually have well defined win-lose victory conditions (like capturing the opponent's 
pieces, saving the world from total thermonuclear destruction, outscoring the other 
team, or defeating the Ultimate Bad Guy/Gal in the foul depths of their dungeons), toys 
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by nature are non-competitive. Toys are things you play with, objects to wrap our 
imaginations around. Toys are open-ended. Toys can be anything a person wants, and 
what that is today might be quite another thing tomorrow. At the same time, toys can 
be turned into games, or used for games. Only in such cases, it's the player who makes 
up the rules and decides how important it is to win, lose, or draw. A Software Toy is the 
digital equivalent of "It's my ball, so I make up the rules!” Only without the pouting. 


About This Book 


This is not your everyday computer game hint book, but then SimCity 2000 is not your 
everyday computer game. There are no simple answers to the problems you will be 
running into there; runaway unemployment, stagnant growth rates, traffic, pollution, 
debt, fire, urban riots and mayoral unpopularity. Of course this is just as true in the real 
world. What is needed to be a successful Sim mayor are not cynical (and easy) answers 
such as: 


> "Walk north two screens, rub the magic lamp and count your pocket lint twice to 
defeat the foozle," 


> Or "Read my lips—no new taxes!” 


What's really needed is the information on just how cities and towns really run 
and grow. Or how they must plan and respond to emergencies. And lots of things like 
that. While part of Los Angeles is lying beneath earthquake rubble is not the time to 
realize the drawbacks of dependance upon a massive freeway system; while people are 
thirsty in the aftermath of fire or flood or earthquake is not the occasion to brag that 
you saved your city lots of money by skimping on the water supply. 

This book gives Sim mayors everywhere the kind of help, information and 
guidance needed to make good decisions. Or bad ones if you choose. And it shows how 
to put those principles to practical use while playing SimCity 2000. 

Just as SimCity 2000 might be described as SimCity: The Next Generation, so too 
is this book a step beyond Johnny Wilson's SimCity Planning Commission Handbook 
(now titled The SimCity Classic Planning Commission Handbook to keep in sync with 
the original game's name change). We have retained much of the structure and 
organization of the original book but have completely re-thought, revised, and rewritten 
most of that material; the history of cities and transportation is difficult to change after 
all. Significant amounts of new information have been incorporated into this book and 
we have eliminated or updated everything which was specific to SimCity Classic alone. 

SimCity 2000 provides more color, 3-dimensionality, informational depth, and 
control over your Sim cities than the original SimCity Classic. The Official SimCity 2000 


Xvil 


Planning Commission Handbook has been put together to give the player much more 
information—strategic, tactical, and contextual—needed for a better understanding of £ 
how both the game and cities work. For it's still true, the principles that govern the B ag 
development and operation of healthy and successful cities are the same ones that create = 
and maintain successful Sim cities. We’ll show you, both in theory and in examples 
from history, just what makes a good town. Or a bad one. 

So if you think city hall is full of bull… um, city, and you could run it better, 
SimCity 2000 is a great way to put your theories into practice. And if you know things 
are being done wrong, but need more information as to why, this book is a good place 
to start looking for those answers. 

And this is true not just for Sim cities but for your own town as well. 


Introduction 


How This Book Is Organized 


We have broken away from the traditional “game manual” approach of writing about 
SimCity 2000, and have chosen to begin with detailed walk-throughs of the five disaster 
scenarios which are included in SimCity 2000. In a more perfect world we would insist 
that these are solutions to the problems posed by the scenarios, but we won't because 
SimCity 2000 is too dynamic for answers-by-the-number. There are few sure things in 
the game. 

The reason for starting the book the way we have is simply because we feel that 
it's the best way to learn SimCity 2000 without walking the usual route of one failed 
city after another, after another, after another, learning (hopefully) a little bit more each 
time. By solving the disaster scenarios along with us, Sim mayors will learn not just good 
techniques for crafting and developing their own cities, but will arrive at their conclu- 
sions with a strong understanding of many of the ways which SC2K works. Plus, by 
approaching SC2K this way, a player can also enjov the experience of plaving the game 
successfully at the same time all of this is going down. The point is to have fun after all, 
isn't it? Remember though: the walk-throughs work, but they are not guaranteed to 
work every time without judgmental contributions from the person running the game. 

We feel that this is an accelerated learn-by-doing approach which is both enjoy- 
able, and one which doesn't attempt to treat the player as a total idiot. At the same time, 
we've woven in the stories of how the real-world cities of Oakland, CA, Flint, MI, and 
Charleston, SC have attempted to rebound from the particular disasters simulated in 
the game. Some of the differences between an effective SimCity 2000 approach and 
those which took place (and, in some cases, are still taking place) in the real world are 
wonderful illustrations of Will Wright's distinction between caricatures and mirrors of 
reality. 
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Think of what you'll discover as the standard operating procedures of SC2K. Once 
these are seen and understood—yes, it's light bulb over the head time—then the player 
will be well-equinped to take on SimCity 2000 on his or her own terms. Once you learn 
how to make a city flourish under the harshest of conditions, then individual creativity 
can run wild in the streets. 

What is normally placed at the beginning of books/manuals is a description of a 
game’s interface; how it works, what and where the various controls are, and just what 
they do. We have made the assumption that you've already begun playing SimCity 2000 
and have at least a general idea as to what all the buttons and menus are. Therefore 
we've placed that material near the end of the book in Chapter 9, more as a handy 
reference than anything else. No one ever learns how to play a game merely by reading 
about what the buttons, menus, and controls do, so we've condensed all of the essential 
information you'll need about SC2K's interface and placed it where you can easily get 
at it during those times when memory needs a bit of refreshment. If you really are unsure 
about how to operate the game, feel free to flip open directly to Chapter 9, however, 
with the assurance that you won't be short-changed about the completeness of the 
information contained there. 

Since creating a city able to pay its own bills, and have a little left over each year 
with which to grow, is another immediate problem all new SC2K players face, immedi- 
ately following Chapter 2 we have included a brief section titled “The Fast Track to Fiscal 
Solvency.” If you're looking for the financial security to create your civic masterpiece 
without the annoyance of worrying about your bankroll all the time, we’ll show you 
how to make millions by morning. And without actually cheating. 

But if you do want to cheat, that's a little further back in the book. 

Of course you might want to stack the SimCity 2000 deck a bit before you begin 
to build your city. Chapter 2 details how to get the most out of SC2K's terrain editor; 
it's simple to operate and allows you, for example, to place all those waterfalls you'll 
need if you want to run your town on hydro power. And it will cost you nothing. The 
terrain editor is the place to go in order to customize SC2K for whatever particular type 
of world you might be interested in. An island empire, perhaps? A desert kingdom? An 
alpine forest? Endless flats? We’ll even show you how to autograph your custom 
landscape. 

Chapters 3 through 8 are the meat of this book. Each takes one important aspect 
of urban planning and covers it in some detail. Transit, pollution, disasters, growth and 
development, and housing are all covered; sometimes the same information will pop 
up in more than one place, and occasionally it might appear contradictory, but that's 
the way it is in the big city. We'll examine and discuss the issues involved in the various 
broad topics and show how to apply the lessons learned from them in your own Sim 
city. It might take weeks at the library to dig out this information; we know, we've spent 
the time. 

Anyway, our stuff is generally much better written. 


XIX 

The rest of The Official SimCity 2000 Plarning Commission Handbook is a 
collection of observations of the little-known facts, curiosities, sights, sounds, and trivia 
which inhabit the world of SC2K. It’s placed there both for your amusement, and as the x A 


answers to some questions you might never have suspected existed. You might be 
surprised at just what is living next door to your new marina. 


| Introduction 


A Note about Screen Shots 


It doesn't take much close observation to notice the little apple symbol at the top left 
of many of the game screens we use to illustrate this book. Yes, they are screens shots 
from the Macintosh version of SimCity 2000, and we know that the majority of SC2K 
players use IBM-compatible PC's. Please don't use the apple to conclude that the book 
is about the Mac version of the game. Not so. Both the Mac and the DOS versions are 
identical (except for the occasional hidden trick or cheat). The Mac version was already 
on store shelves while the DOS version was still under development and this book was 
being written, and if you've ever worked with pre-release versions of software, you know 
how susceptible they are to crashing and burning. If you haven't, trust us. It was easier 
to take the screens from the Mac, so we did. 


he 


> In Conclusion, Yer Honor 


This book is aimed at anyone who is playing, or is considering playing, SimCity 2000. 
Whether you are a novice mayor or a pro, there's something in here for you. The Official 
SimCity 2000 Planning Commission Handbook has been designed to enhance everyone's 
enjoyment of what is, without doubt, one of the greatest pieces of entertainment 
software ever devised. We wish you long and enjoyable hours, months, or even years of 
enthralling play. Please, just remember not to stay up too late too often. 

We know that's asking a lot. 


How to Reach Us If You Find Something That Needs Fixing 


We also know that we're not perfect. If you run across a mistake or (dare we say it?) even 
two, we'd be interested to hear from you. If you have any suggestions or observations 
about the book or the game, we'd like to hear from you also. Drop us a note at any of 
the following e-mail addresses: 


Le 
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You can also reach us via snail mail (a.k.a. the U.S. Postal Service) c/o Osborne 
McGraw-Hill, That address appears on the copyright page. 


Peter Spear 
Johnny L. Wilson 


January, 1994 


An Open Letter to Our New Mayor 


To: Office of the Mayor 


From: SimCity 2000 Planning Commission 


Yer Honor: 


Welcome to office. Now that you're sitting in the red plush chair of power, we 
think there are a few important things of which you should be aware. 

The election is over. Despite all the charges that you bought your way into 
office, we are sure that you intend to do your best for SimCity 2000. Or, as we like 
to call it hereabouts, SC2K. 

Now is the time for you to fulfill all of those promises of good times ahead, 
jobs and schools, safety and clean air for all, two chickens in every garage, and a 
car in every pot. 

Your campaign slogan was “Have 1 got a deal for you!" Well, it's time to sit 
down and cut the cards. 

In order to do your job correctly, there are a number of things that you ought 
to know— vital things about SC2K and our unique way of life. Mayors who forget 
or ignore these unwritten laws will have their incompetency rewarded with a 
distinct lack of popularity and an unpleasant city in which to live and work. 

You may even be treated to a complimentary bungee jump from atop the 
Braun Llama Dome. Without benefit of a bungee cord. 

In order to give you the wide-screen view of the big picture, here is our baker’s 
dozen list of the most important "Must do's" in running our town. 

We're with you all the way, Yer Honor. Except for bungee jumps. 


What Every SimCity Mayor Needs to Know 


> 


We live in a beautiful world. It's 128 tiles long by 128 wide and 32 deep. That's 
16,384 tiles on the surface. Each tile is equal to about one acre of land. While 
the world looks like it's made up of a lot of identical little boxes piled on top 
of each other (over half a million), it's not. A lot of the boxes are quite irregular; 
that why when you raise or lower the landscape, you're never quite sure of 
what you will get. 


The surface world is not the only part of SC2K you need to worry about. 
You need to be aware of the underground, and what's buried there. 


Our citizens are nice people, but kind of lazy. Sim citizens will never live or 
work anywhere more than three tiles away from a road or some form of 
public transit. They will never go anywhere that is more than three tiles 
away from same. 


Help is always under your fingertip, just a SHIFT-Click away. If you want to 
know what any of the buttons, icons, ordinances, budget categories, graphs 
or charts mean, just point your mouse cursor at it, press the SHIFT key on 

the keyboard, and click the mouse button. This is a kind of super Query 

Tool for places where the Query Tool doesn't go, and with much more infor- 
mation. Using it, you can even query the Query Tool. It is one of your two 
best friends in SC2K. 


Pause is your other best friend. It stops time while you're thinking and do- 
ing things. It is especially nice during disasters. Pause often, pause early, 
pause well. 


Speed is more than an option, it is a tool. When things need to be done fast, 
go for the Cheetah. For quick real-time glimpses of how thing might work, 
take the Turtle. 


You are going to have to do without Undo in SC2K. Once you've com- 
pleted any action—by clicking the mouse button—there is no way to undo 
it. None. Accidentally place a railroad station where you meant to put a 
small park, a slip of the finger, a last second change of mind... oops! It's 
time to spend extra money and call for the bulldozer. However, if you press 
the SHIFT key before you click the mouse, your action will be cancelled. 


The most efficient way to lay out SC2K is in zones that are six tiles wide by 
six tiles long. If the zones are much longer than this, the Sims will have a 

longer way to travel to get to the next zone. If they're wider, the middle of 
the zones will either die or never grow. 


Sims need power more than they need water. They will not move into a 
zone if it is not powered. They will—and they will survive for some time— 
if there is no water. 


The Demand Indicator (RCI Graph) tells you what your Sims need when it 
comes to growth. Its information is what tells vou how to expand. 


Listen to your commissioners. They give you good and important advice. 
It's up to you to decide what to do with it. And don’t ignore the advice of 
your Sims either. 


Sometimes your commissioners pass ordinances without informing you 
about it. Keep an eye on them. 


Keep your social service levels high. Hospitals keep your Sims healthy and 
reduce the number of sick days they need, aiding industry. Educational serv- 
ices—schools, colleges, libraries, and museums—do more than just produce 
smart Sims. They attract high-tech business and commerce, which means 
better jobs. Police keep crime down and aid in disasters. Firemen also help 
in disasters, besides reducing the chance of your city catching fire. Abun- 
dant parks and recreational facilities raise the quality of life. All these serv- 
ices lead to happy Sims, and jobs follow happy Sims. 


High service levels lead to high land values. High land values mean more 


money coming in from taxes. More money means more expansion and better 
services. And the cycle begins anew. If there is one truth to be learned from your 
job, Yer Honor, it's that "What goes around, comes around,” and "Money talks, 
nobody walks!” 


Make that two truths. 
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f you neglect to study and learn from the mistakes of history, not only will 
be forced to repeat them, but you'll also have a much harder time ensuring that 
r cities maintain a high survivability rate. Learning from the bad times suffered 
eal-world cities is an excellent way to prepare for your own mayoral glory days. 
ing the opportunity to relive those scenarios, and seeing if your own insights 
tactics may have worked better, offers such a learning experience. 

One of the great reasons why SimCity 2000 is such an appealing place is that 
not a win-lose type of experience. True, you may be ridden out of town on a 
(as opposed to a railroad) if you prove to be too inept a mayor, but that is part 
of the business of managing cities. Since the cost of purchasing SC2K includes 
buying enough votes to be returned to political power forever, you may feel free to 


The Official âctlike many an entrenched politician endlessly bouncing back from failure —you 
SimCity 2000 _can keep returning to office until you get things right. And since you, the Sim mayor, 
an Mn are the one setting the goals, you never have to deal with some game designer’s 
Handbook __ predefined vicvory conditions. And that's a good definition of a no-lose situation. 
En Nonetheless, we have provided for your mayoral education a number of 
X PS already constructed cities where you are asked to solve a specific problem, or set of 
problems, in a specific way and in a specific amount of time. They are the five 
optional scenarios listed under the Load Scenario choice. These give you the 
opportunity to turn your finely tuned mayoral reflexes on to a group of historical 
real-life problems. Well, the Hollywood scenario is more hypothetical than reality- 
based, but that’s true of L.A. most days anyway. Weird things really do happen there 

all the time. Really weird things. 

The five special scenarios are: 


> Charleston, South Carolina, during Hurricane Hugo and the flooding that 
followed it. 


> Flint, Michigan, as recession, unemployment and the downturn of the U.S. 
automotive industry destroy a city's economic base. 


> Oakland, California, as its hills come alive with the roar of a firestorm. 


> Dullsville, U.S.A, a turn-of-the-20th century town attempting to find a 
place for itself in the modern world. 


> Hollywood, California, under attack from a movie monster. It has run amok 
after, we suppose, being told that it would never work or “take lunch" in that 
town again. Or something like that. 


Each of these scenarios demand a strictly defined final outcome in order for 
you to win. What these victory conditions are varies from city to city. As with 
SimCity 2000 in general, there is no one way to solve the problems; your own 
particular tetmperament and style have as much to do with winning as anything else. 

However, if you've been coming up short of time or money in solving these 
problems, we've collected here some general solutions for each of them. We say 
‘general solutions” because there is no one absolutely foolproof walk-through of 
any of the scenarios. These are not “autopilot” answers; they need attention from a 
sentient being who must make tactical decisions for himself or herself. They do, 
though, take a lot of the strategic guess-work out of the problems. 

We have been in touch with several of the cities that experienced—or are still 
experiencing—these situations and have included some of their thoughts, descrip- 
tions, and insights into our report. They make interesting reading on their own. 


There are two reason why we're passing on broad solutions to these scenarios: 


> The strategies employed in solving these particular real-world problems are 
effective tools for getting your own Sim cities through the hard times that 
often befall them. They also show how to jump-start the engines for growth 
built into the SimCity 2000. 


> Some mayors want a lot of help with problems they can't seem to solve 
quickly. Or just easy answers. 


If you understand the “whys” of solving each of these city’s problems, you will 
have a much better feel for the dynamics of your own creation. There is no better 
learning tool for SC2K than these scenarios. 

By the time you have mastered a few of these scenarios, you will begin to 
notice that there are particular strategies and tactics that are common to all of them 
and common to all of SimCity 2000. As you master these points, you will be more 
able to build the SimCity of your dreams. 

Yer Honor: if you don't like hints and solutions, consider them neither. 
Instead, consider them learning tools for mastering SimCity 2000. They represent 
the lessons of history and the chance of rewriting it. In general, they are straight- 
forward and surprisingly simple in many ways—yet engrossing and occasionally 
surprising. 

If you just want the answers for the problems that have left you stumped or 
baffled, they're here for the taking too. It's just a matter of how you want to look at it. 


Scenario Response Guidelines 


It helps to restructure your perception of SC2K a bit in order to most efficiently 
attack the problems that each scenario presents. Remember: your task here is to 
meet the victory conditions set down at the beginning of each scenario. Unless you 
plan to continue playing a scenario, forget about planning for the future. You are 
neither creating nor maintaining a city that needs to exist past the point of a 
successful solution. There is no requirement that you care at all about what will 
happen to the city later. 

This approach to short-term success mirrors well the attitude behind much of 
what happens in real-world cities. It's the "Hey, this is my last term in office. Let the 
next mayor deal with the problem!" school of working politics. 

With that in mind, follow these guidelines: 
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The Official > Pause is your best friend. It doesn’t matter what the rest of the Sim world is 
SimCity 2000 doing while you contemplate your options while in Pause mode. Since all of 
a ee the scenarios have time limits imposed on their solutions, the more time you 
Handbook spend with the game clock not ticking, the better. Because of this, it is 


lo possible—if not optimal —to have fires contained by the time the clock begins 
XN ie ticking down. 
; As with most good tools, Pause has both a good and a bad side: 


GOOD: There is no penalty (except for the normal expense) for moving 
crews, making decisions, creating firebreaks, building levees, raising 
and lowering terrain, and the like. Decide what you want done, run the 
game just long enough to get a little done, pause again, and repeat the 
process. In situations that can be overcome pretty much just by throw- 
ing money at them, many potentially catastrophic events can be con- 
tained before they do much damage. 


BAD: Hey, in the real-world, the fire never stopped when you decided 
to take a potty break. What good is a simulation if the program allows 
the player more control than was possible in the event being simu- 
lated? If you must deal with a real-time problem, do it in real time. 


There is no totally satisfactory answer to the Pause dilemma. It becomes clear 
immediately though that the Oakland Fire scenario cannot be won without using 
it. And this uncomfortable truth holds in all of the other SC2K’s scenarios also. 

So, if you're forced to use Pause, use it to your complete advantage. If this makes 
you uncomfortable, well, you were forced into it. That should mean something. 


> Turn off disasters. Things are tough enough as is. 


> Borrow money freely. Except for Dullsville, where you need to amass 
$5,000 after all bonds have been paid off, being in massive debt at the end 
of the game is unimportant. Cash-intensive solutions may not be elegant, 
but they are effective. 


> Solve all of the problems presented. This is not always obvious; it is easy to 
assume that cleaning up and rebuilding after a particular disaster is all it 
takes to win. Not necessarily true. 


> Maintain the infrastructure. No city is ever successful without fully func- 
tioning roads, power, and water. 


> People follow jobs. Happy Sims mean healthy Sim cities. Healthy Sim cities 
mean happy Sim mayors. 


After the Flood 
Hurricane Hugo Hits Charleston, South Carolina 


Date: Thursday, September 21, 1989 
Time: 9 P.M. 


Above all else, people remember the roar. Hurricane Hugo shouts its arrival 
with a frightening, body-numbing roar that won't stop for six hours. Sustained 
winds are measured up to 138 miles per hour. Their slowest clocking is 78 mph. 
Gusts in the area are recorded as high as 179 horrifying mph. Charleston is 
fortunate, though. The storm hasn't hit at high tide. Flood waters rise only to 10 to 
13 feet maximum on the peninsula. At the northeast eyewall it reaches 20 feet. 
People who had escaped to a school-turned-evacuation center in that area must flee 
again when a 15-foot flood fills the building. 

People fight back against the wind and water, but the task seems hopeless. 

And still the storm roared on without ceasing. People say that they were lucky 
that Hugo visited at night; to have seen the storm, as well as having heard it with 
every cell of their bodies, might have been too much for some. As it is, the memories 
are bad enough. It was the worst hurricane in a century. A dozen people died. Four 
days of torrential rain followed to add to the misery and destruction. 

À year later, except for all of the dead trees, it would be hard to tell visually 
that there had ever been a storm. The swing bridge to the Isle of Palms, which had 
been blown away, was replaced quickly; water was back on in a week; just about 
everybody had power back inside of a month; debris removal took six months. The 
lines for food and water and insurance all gradually ended somewhere along the way. 

The city’s tax base and tourist industry took longer to recover. Unemployment 
zoomed and the lifeblood of tourism disappeared for the interim. But by September 
1993—four years after the Big Roar—everything was back to normal. And people 
don't choke up as much when they talk about it. 

In the Charleston scenario, it is your job as Sim mayor to see if you can 
duplicate what the citizens of Charleston did. 


TIME FRAME: S years 
AVAILABLE FUNDS: $20,000 of federal emergency relief funds 
(plus cash flow) 


VICTORY CONDITIONS: Rebuild Charleston 
Build up the population (city size) to 45,000 


The Charleston scenario is a good place to start because the principles used 
here can be applied to both the Oakland Hills fire and the Hollywood disaster. It's 
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ä Figure l-L. The hurricane’s aftermath 


also the first one offered in the Scenarios Choice screen, and it appears alphabeti- 
cally at the top of the list. 
\t's ironic that you have that $20,000 in FEMA (Federal Emergency Manage- 
ment Agency) money available. As we compose this memo, more than four years 
after the disaster, the real-world Charleston still is waiting to receive all the money 
due from FEMA. Your money, however, is available immediately. 
Ás the scenario begins, you will hear the sound of the hurricane and see the 
waters beginning to rise immediately. To this will be added the sound of an 
explosion as power goes out and power transformers go “Pow!” and roads and 
bridges are destroyed. 
If you wish to attempt to fight the disaster as it's happening, pause the game 
at once. If you prefer a real-time experience, you're welcome to try, but the screen 
will be jumping around a bit as the disaster spreads, making it difficult to place 
police and fire units. | 
Dispatch emergency crews to the area hardest hit—the tip of the peninsula. | 
This is the southwestern part of your screen; in the real disaster, the northeastern | 
part of the Charleston area was the worst spot. For a bit of extra verisimilitude, you | 
might rotate the map view to reflect this. 
You will find that police and fire do little to stop the spread of the waters. They 
may, however, lessen the severity of the damage in some areas. Use the Raise Terrain 
tool to build dikes if you like, but that's expensive—$25 per tile. And while you're 


Ù 


at this, you will have to decide on which areas not to attempt to protect. You just 
don’t have enough emergency response to cover everything. Authorities in South 
Carolina had to make the same hard choices; triage is difficult, but necessary. 

As in all of the scenarios, you don't have to worry about evacuating your 
population. SC2K assumes that they are moved away successfully. 
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However. As heartless as it may seem, a better way to approach Charleston is to 
find a safe, dry place somewhere and wait for the storm to pass and the water to 
recede. The disasters themselves take up no game time; the clock doesn't start 
ticking until after the newspaper page whirls on screen. Anything done during the 
disaster, while the game is in the Pause setting, is free time. Always use this to your 
advantage. 

Except, it's not really worth the effort in Charleston. 


À Path Through Charleston 
Before you do anything, notice the date at the top of the Game window: August, 


1989—a month before the real hurricane hit Charleston (it's back in Figure 1-1). 
This is not important at all; just an interesting diversion. However, it is the starting 
date for your five years. 


1. Allow the hurricane and flood to run their course. Watch and wait until 
the newspaper appears. 


2. Pause the scenario. Make sure the No Disasters option is chosen on the 
menu bar. 


3. Rebuild the city’s power grid. Restoring power is the first necessity. Dam- 
aged power lines are easily spotted in the medium and close-up views. Find 
the power plants and check them out. One or two may have been de- 
stroyed. Repair plants. Don't worry about power to individual neighbor- 
hoods yet. In Charleston, power was up in a few days. 


4, Repair the city's water system. This is the second most important task. Use 
either the Underground View button or the Waterpipe button (Figure 1-2). 
Notice where water isn't flowing. If you find areas not connected to your 
water mains, connect them. This phase took Charleston about a week. 

Use the Infrastructure View button and find the water pumps. Since 
they're usually situated next to fresh water, some may have been destroyed. 
Repair them. Make sure they're all hooked up to power. If not, run new 
power lines. 


5. Once you feel you have power and water reconnected, run the scenario 
briefly at Turtle speed. If after a few seconds the water system has not 
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@ Figure 1-2. Troubled water in Charleston 


turned entirely blue (meaning water is flowing), pause the game again. Con- 
tinue this process until you're satisfied with the water system. 


6. Rebuild the roads, highways, and bridges. In Charleston, the worst bridge 
damage was replaced quickly, as were damaged roads. 

As you look around at the broken parts of Charleston’s road system (do 
this with the Show Buildings button turned off), you will notice lots of 
small patches of water scattered about. Use the Query tool on one or two of 
these patches. 

As you see in Figure 1-3, in many cases, the query will return the infor- 
mation that the water is really clear terrain. When you see this, you're deal- 
ing with "cosmetic water"—surface water that can be cleared away with a 
bulldozer, not a small lake that can only be removed by raising the terrain 
under it. This is obviously a cheaper way of dealing with these little puddles. 

On the other hand, sometimes the query will say you have fresh water 
with a depth of 50 feet. In the Charleston scenario, these little ponds will 
often respond to bulldozer removal also. We think it's a bug. 


7. Rezone to high-density neighborhoods. Use the Show Zones button on 
damaged areas; turn low residential areas into high residential ones. If dam- 
age in these areas has been relatively light, you may be forced to redevelop. 


jl Figure 1-3. Dry or wet? 
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In either case, remember that one of the conditions for winning the sce- 
nario is to have 45,000 people in five years. Dense zoning makes this easier. 


. Connect all the zones into the power grid. Charleston finished this in 


about a month. 


. If you're getting low on funds, take out a bond or two. The amount of debt 


you're in at the end of the five years is unimportant. Besides, Charleston 
does show a positive cash flow during these years; the new debt is not only 
wise, but also affordable. 


Clean up random debris. In the real world, Charleston had the bulk of this 
job finished within six months. 


Lower taxes across the board. This will attract new people to town and will 
eventually turn into a net revenue gain. 


Take the game off of Pause. Pause often, though, when it's time to query or 
examine something, or deal with any problems or situations that might arise. 


Give your Sims everything they ask for: parks, CPR programs, whatever. 
Heed the advice of your commissioners as well as the demands of the popu- 
lace. As soon as the disaster has subsided, the people will demand a hospi- 
tal. Provide it. Happy people are important; they attract more people to 
town, and more jobs. 
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14. Expand the seaport. 
15. Create new industrial zones. 


16. Ignore energy conservation. This will help attract new industry. And although 
this also means higher power consumption by Charleston, you should still be 
able to make it through the five year limit without having to add any new 
power plants (other than those that required replacing at the start of the 
scenario). 


If needed, you can put in some new zoning on Drum Ísland. The other islands 
can be left to turn to swamp. At this point, the scenario should play out in your favor. 


There is a bit of irony in this solution to Hurricane Hugo and how it affected 
Charleston and its surroundings. Charleston has a large tourist trade and one of the 
key problems the city faced was in telling the world that it was still OK to visit it. 
San Francisco faced the same problem after its big earthquake later that year. 

Because of its dependence on tourism, Charleston took a major hit to its tax 
base for a while after Hugo. The SC2K scenario doesn't quite reflect this situation. 
In fact, Maxis (the publisher of SimCity 2000) suggested to us that the Sim-Char- 
leston spend no money on tourist advertising. 


Kf There Were No Hollywood 
(We'd Be Forced to Invent It) 


Date: January, 2001 
Time: Not soon enough 


It's the dream of millions, young and old alike, and those studiously obscure 
about their age: Hollywood; Tinsel Town. A place where fantasy is an industry and 
reality is an annoying subtext. Where else in the world is where you make a deal 
more important than the deal itself? 


> Hollywood! Where—if you're not rich and famous—but look good enough, you 
soon will be. 


> Hollywood! Where the chest toupee is the civic mascot, "Buns of Steel!" the 
civic motto, and last week’s gross is the coin of the realm. 


> Hollywood! Where everybody is either under 30 or over 80—or is nobody at 
all. 


> Hollywood! It's the only place to be if you want the world to see your face, 
blemish-free and twenty feet tall. Or other parts of your anatomy normally 
considered inappropriate for such close viewing in polite society. 


> Hollywood! Where dreams are made. And dreams are crushed. 


> Hollywood! The day that a certain B-movie monster bit-player was told that he 
(she? it?) would never eat sushi in that town again. The day it decided to do 
some dream crushing of its own. 


The Day the Sim Earth Stood Still 

In the Hollywood scenario, it is your job, Yer Honor, to see if you can duplicate 
what the mayors of a million movie towns did during the 1950’s: survive an alien 
menace that cannot be stopped. Only this time you'll have no handsome scientist 
and his beautiful assistant/student/fiancee/daughter-of-his-mentor to help pull you 
through. No scientific mumbo-jumbo to explain away the unexplainable. 


TIME FRAME: 5 years 
AVAILABLE FUNDS: $20,000 of city funds (plus cash flow) 


VICTORY CONDITIONS: Rebuild Hollywood 
Build up the population (city size) to 100,000 


Other than its tongue-in-cheek premise, the Hollywood scenario is a clone of 
the Oakland Hills fire scenario—the difference being that the firestorm in Holly- 
wood occurs inside a dense urban environment, and there’s usually more than one 
of them. And unlike Charleston, this is a disaster that can be—and must be—con- 
tained before it gets out of control. 

In some ways, Hollywood is the most random of SC2K’s scenarios. The 
monster always has the potential of causing an effect other than fire. It can drop 
trees, water, or windmills, each with equal chances of occurring, in its non-fiery 
appearances. While the chance of this happening here appears much smaller than 
in the rest of the game, it does happen. 

The amount of damage the monster does is also variable inside of the scenario. 
We have had instances where the creature took just one zap at the town and “hen 
flew away. We've also had occasions where we chased after it, putting out dozens 
of fire-strikes in its wake. Since the best strategy is to play the first part of the scenario 
in Pause mode as much as possible, you might find yourself deal’ng with the 
creature for better than an hour at a time as you find it circling around tor a second 
pass at the Ventura Freeway. 

Anyway, you never know quite what to expect when you run the Hollywood 
scenario. 
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À Path Through Hollywood: 

Once again, we ask you to note the date at the top of the Game window: 2001 seems 
a most appropriate year for a science fiction disaster (Figure 1-4). You have five years 
from that date to fix it. 


1. As soon as the monster fires its first salvo, pause the game. Make sure the No 
Disaster option is chosen on the menu bar. You have enough trouble already. 


2. Dispatch emergency units to the immediate area. You only have five each 
of police and fire, so you'll be spread somewhat thin. 


3. Look over the area in the medium close-up view. Near the bottom of the 
city you will see what is either a puny river on an aqueduct. The water will 
stop the fire's spread in that direction; you don’t need to worry about 
what's over there. Query around a bit; there is both a police and fire station 
in the monster’s vicinity. Expect to lose them. Otherwise, begin planning 
how to minimize the damage the monster will do. 
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Figure l-Â. Could this happen anywhere but Hollywood? 
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Put the scenario on Turtle speed. As the firefighters put out the flames on ScenarioCit\ 
individual tiles, pause the game and reposition them. The monster will maas 

move during these times, starting new fires. If necessary, cut the fire’s fuel 
load by demolishing (sacrificing) buildings. 

Consider fighting fire with water. Surround the fire with water breaks— 
lower terrain until water appears. Think of it as digging a moat around 
the flames. It's an expensive technique in both the short and long terms, 
but it works. 

Even more fun, and less orthodox, is to lower the terrain directly under 
the fire. Doing this causes much of the fire to disappear into the new lakes 
you form and allows you to fight the fire where police and fire cannot go 
—inside the flames. 

The consequence of these approaches is to risk ending with a Holly- 
wood filled with lakes where, as far as SC2K is concerned, burned out 
rubble is more valuable. We think it a fit transformation from concrete, 
glass, and smog to blue lagoons. Better yet, forget the Blue Lagoon; blue 
lakes. However that option makes the scenario much more difficult to win. 


Continue this Pause and Turtle technique until the monster flies away. Put 
out the remaining fires. Once the fire is entirely contained, increase to 
Cheetah speed so that it burns out quickly. 


After the fire is out and the newspaper makes its appearance, pause the game. 


Float a bond or two. Hollywood has enough income to pay for them and 
you're going to need the cash. 


Rebuild or repair the power grid. Restoring power is the first necessity. Dam- 
aged power lines are easily spotted in the medium and close-up views. Find 
the power plants and check them out. Repair plants, if necessary. Don't 
worry about power to individual neighborhoods yet. Check the city’s 

power consumption in the Graphs window; more power may be needed. 


Repair the water system. This is the second most important task. Use either 
the Underground View button or the Waterpipe button. Notice where 
water isn’t flowing. If you find areas not connected to your water mains, 
connect them. 

Check the water pumps and water treatment plants. Repair them if nec- 
essary and make sure they have power. Check water in the Graphs window; 
you may need more pumps. 


Once you feel you have power and water reconnected, run the scenario 
briefly at Turtle speed. If after a few seconds the water system has not 
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turned entirely blue (meaning water is flowing), pause the game again. Con- 
tinue this process until you're satisfied with the water system. 


11. Rebuild the roads, highways, and bridges. 


12. Rezone the demolished areas to dense residential and dense commercial. 
Two residential zones per commercial zone is a good ratio. 


13. Reconnect power to all zones. 
14. Finish any remaining rezoning and demolition. Think dense zoning. 
15. Leave taxes alone. 


16. Take the game off of Pause, returning often as problems, decisions, new 
zoning, and rebuilding occur. 


17. Give your Sims everything they want. Especially that hospital they demand 
as soon as the fires are out. And don't forget parks. Happy Sims make for 
happy cities. Listen both to your commissioners’ and the Sims’ demands. 
Happy people rebuild, and jobs and businesses will follow. 


18. Create new dense industrial zones. At some point, an airport will be de- 
manded. Find a place to squeeze one in. 


19. Relax. Get yourself some popcorn and something to drink. Put on your 3-D 
glasses and enjoy the rest of the scenario. Tweak occasionally as necessary. 


We Didn't Start the Fire 
The Oakland Hills Fire 


DATE: October 20, 1991 
TIME: 10:30 A.M. 


Sunday morning, ironically near the end of the safest fire season in California’s 
history. It's hot. Too hot to sit outside, even though noon is more than an hour 
away. But by then, of course, the world will have changed for thousands of people. 

The warm wind that's blowing out of the east is described as “eerie.” It’s the 
wind that makes it too hot to sit in the yard or to enjoy a late breakfast, the Sunday 
funnies, and the anticipation of the 1P.M. kickoff of the 49er’s game across the bay 
at Candlestick Park. 

Uphill a ways, fire crews are cleaning up the remains of a small brush fire that 
had been put out the day before. It's a routine job. Except for that eerie wind. It 
blows kisses at a few embers and everything goes nuts. Routine becomes inferno 
and the eerie wind propels the reborn fire downhill into densely populated 


neighborhoods. The flames began to move, as if by will. So quick they are that many people 
never hear the warnings to evacuate. So sudden that many are trapped inside their cars, 
never even knowing the flames were coming. Gas tanks explode from the heat. 


Firestorm Homes are destroyed in minutes, the debris of one igniting the next. In the 
first hour, one after another of the mostly wood frame homes is exploding into flame 
every six seconds. People flee for their lives. There is panic. There is fear. There is death. 

Firefighters must get through narrow, twisting streets—more like lanes, re- 
ally—to get to the flames. The steep hillside terrain makes it even more difficult for 
them to get close enough to be effective. Some die trying. 

In many neighborhoods, the water to fight the fire disappears as the hydrants 
go dry. Electric lines that power them have been destroyed. In many cases the water 
pipes are too old and narrow to maintain adequate pressure. 

It begins to rain—not water, but pieces of houses. Ash from the blaze drifts 
down—30, 35, 40 miles away. To that football game at Candlestick Park. To San 
Francisco. To Mt. Tamalpais above Muir Woods in Marin county. 

By night, the panic has subsided into fear. All over the Bay Area people stare, 
jaws slack, as the horizon is aflame. Finally, the fire is contained, but it still burns 
for three days. 


As Millions Watch on Live TV: 


> 1900 acres—almost three square miles—are devastated. 
> 2500 homes are destroyed. 

» $1.5 billion in damages is sustained. 

» 25 people die. 


Whether it's the Oakland Hills fire of 1991 or the conflagrations in the Santa 
Monica Mountains and Laguna Beach in 1993, the destructive force of major fires 
is a reminder that no place—no city, no neighborhood, no person—is safe from the 
unexpected horror of a fire. 


TIME FRAME: 5 years 
AVAILABLE FUNDS: $20,000 in city funds (plus cash flow) 
VICTORY CONDITIONS: Contain the fire 

Rebuild 


Attain 50,000 population 


The firestorm that consumed large parts of the Oakland and Berkeley hills 
holds a special significance to the people at Maxis software. Two of their people, 
SimCity creator Will Wright and tech support specialist Chris Blackwell, lost homes 
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in the firestorm. The heat was so intense when the fire consumed Wright's house 
that it melted the frame of his motorcycle to slag. 

Maxis itself is located in Orinda, minutes away, just over the hill, on the other 
side of the Caldecott Tunnel. To its people, this scenario is not an exercise in 
simulating some distant event. 

SC2K attempts to duplicate the difficulty fighting the firestorm in three 
visible ways: 


> To simulate the lack of water in many parts of the area, they have neglected 
to have effective water towers available for protection. There are only two, 
and they're too far away to be of much use in keeping the fire from getting 
out of control. 


> To simulate the difficulty firefighters had in accessing the blaze, only four 
fire trucks are available for your use along with just two police units. As 
usual, the police cannot put out fire, only attempt to limit its spread. 


> Unchecked, the fire expands very rapidly and becomes impossible to con- 
tain with the emergency units available. 


On the plus side, in fighting this disaster, you have one enormous advantage 
that the people of Oakland and Berkeley didn't have—you can suspend time. And 
it is in null time that you must beat the fire. When that's finished, the game clock 
begins running for rebuilding and repopulating Oakland. 


À Path Through the Oakland Hills Fire 
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The beginning of the Oakland hills firestorm—stop it now or don’t stop it at all 


A 


We will take a somewhat different approach to overcoming the fire than we en 
did in the Hollywood scenario. There, the monster kept moving, settingan ongoing 2000 i 
number of different fires. Because of the random nature of the fires, we dealt with 7 
the different fires individually, without firebreaks and the demolition required to XN ss Xx 
create them. — 

The Oakland firestorm is a single blaze that will expand in all directions. It nd 
has a boundary, so we will attempt to contain it at once so that it won't spread. 
There is no need to worry about any other fires. 


1. Pause the game at once, before the fire has a chance to spread. Make sure 
the No Disasters option is enabled on the menu bar. 


2. Note the sign that says "Will's House" and "Chris's House." We'd like to 
make sure those two house especially are saved, but be ready to sacrifice 
them if the tiles are needed for the firebreak. 


3. Create a firebreak. Use the Bulldozer button and icon to demolish every tile 
around the fire. This will require destroying some roadway, houses, and 
power lines. Bulldoze every tile that surrounds the flames, even those with 
nothing on them. The fire will consume grass and trees but not clear ter- 
rain; the bulldozer clears terrain. Rotate your view as you work, so you are 
sure you reach every tile; if you’re not sure, bulldoze again. At the $1 per 
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& Figurel-5. The Oakland Hills should have been this lucky: Fire contained with 
minimum damage. 
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Handbook within one tile of the fire (see Figure 1-5). At some point, your Sims might 
à 5 hi "protest the destruction of their forest.” Let them. They’'ll like the destruc- 


tion of their homes and city even less. 


4. Extinguish the fire. Run the scenario at Turtle speed and check to see if the 
flames are spreading anywhere. If they're not, increase the speed to Chee- 
tah and send in your firefighters to put them out. When you've finished, 
you should see a screen similar to the one in Figure 1-6. 

If you're lucky, the total cost for the operation can be less than $100. 


Some of us prefer the following, somewhat more expensive variation of 
this technique: As you create the fire break, use the Place Water button and 
icon on the sloped tiles. Do it even if you have to demolish a power line first. 
Also place a few tiles of flat water around where they might look nice later. 
This way you will also have water stopping the spread of the flames and, as a 
bonus, you can place hydroelectric dams on them for when you need a bit 
more power later in the scenario. You can see the result in Figure 1-7. 

The water will look good there later when things regrow and are rebuilt. 
This is the main reason some people like this technique (it has to be, it costs a 
bundle to implement). 
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Figure 1-6. Oakland fire extinguished before it spreads 
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ul Figure 1-1. After the water 


Even if you don’t build hydro dams, your Sims, as always, will appre- 
ciate those ponds and waterfalls inducing them to return more quickly 
to the area and raising land values. And as an extra bonus, if you dis- 
cover later that you really don’t want either kind of water where you 
placed it, it can be bulldozed away for only $1 per tile. 


5. Issue some bonds. Since there is no lack-of-debt requirement to win the sce- 
nario, use this for the extra funds needed for rebuilding. You may not need 
to issue the bonds, so consider refraining at this time if you would like a bit 
more of a challenge. 


6. Assess the damage. You should still be on Pause. Check out the water, 
roads, and power situation. Unless the fire got a bit out of hand, the real 
challenge in this scenario is in making Oakland work. Talk to your commis- 
sioners and check the Graphs window. You are going to need more power, 
more water, less pollution, less crime, another hospital, among other things. 


/. Rebuild the fire-damaged hills. Interestingly enough, the scenario can be 
won without doing this. But that wouldn't be very nice. 
Don't forget to replant trees on the hillsides! 


8. Rebuild the infrastructure. Power and water are the top priorities. Fix the roads. 
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10. Lower taxes. Drop property tax down a point and make sure there is no 
sales or income tax. Doing this will induce people to move into—and 
back—to Oakland and result ín higher tax revenues. 


11. Make life better for your Sims. Enable all of the available ordinances except 
legalized gambling. This will help with pollution and crime. Add police, 
firefighters, hospitals, and schools, as demanded. 


12. Add new commercial and industrial areas. Zone them high-density. 


13. Add extra connections to neighboring cities. 


That’s about it. The happy commuters pouring into Oakland from Orinda 
alone should help you succeed in rebuilding from the Oakland hills fire. It should 
have been so easy in the real world. Two years after the disaster only 378 Certificates 
of Occupancy had been granted for people to return to their new homes in the 
Oakland hills. This is out of 2600 homes. And only 1600 homes are even in the 
process of obtaining permits for rebuilding. 

And many people are still fighting with their insurance companies over their 
damages. 


I'd Take the Last Train to Dullsville 
(But They Don't Even Have a Station) 


Yes, sir! 

We've got trouble. 

Right here in River City. 
With a capital T 

And that rhymes with D 
And that stands for Dull. 


(With apologies to The Music Man) 


DATE: January 1, 1910 


Dullsville is one of those places that has nothing going for it. No schools. No 
parks. No recreation. No excitement. No future. And even less cash flow. 

For some of us, Dullsville might sound like the ideal retirement community, 
but not to its mayor. A decade after 1900 honked its “Happy New Year!”, the town’s 
still trying discover how to enter the twentieth century. It's also trying to figure out 
if it will live long enough to find out. 


TIME FRAME: 10 years 
AVAILABLE FUNDS: $20,000 in city funds (plus cash flow) 


VICTORY CONDITIONS: Increase city size to 20,000 people 
Have $5000 cash after paying off bonds 


No governmental body seems able to make enough to pay their bills any 
longer. Massive debts pile up in city halls like the sacks of garbage they can't afford 
to have collected. The cries of constitutional and city charter amendments requiring 
balanced budgets, scaled back taxation, and Draconian spending limits are the 
terrified cries of a culture seeing red. As in red ink. 

Heck. For most of us, paying our own bills and still going away for a week's 
vacation are difficult to pull off in the same calendar year. A fiscal year is an 
unclear concept at best. It is only appropriate, then, that we have been presented 
with Dullsville. 


hl 
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Figure 1-8. Don’t adjust your monitor—this place really is dull 
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Dullsville may look dingy, dour, and dismal, but that boring exterior conceals 
the most difficult scenario in SC2K. It's tough. Shorn of its fictional trappings, the 
basic problem here is both simple and enormous—all you have to do is increase 
the population more than tenfold in ten years. And spend only $15,000 more than 
your revenues in doing so. 

If it helps, think of the Dullsville scenario as starting and supporting a large 
family and building your dream house from scratch_— without destroying your life's 
savings or going into debt. The only cash flow you have to work with is your regular 
yearly paycheck. 

Not a fun prospect. 

More than anything, Dullsville is an exercise in zoning. It's motto is: 


Zone early 
Zone well 
Keep on zoning 


Since you start out with $20,000 and must have $5000 left over at the end, 
it's best to assume you only have $15,000 to work with. If you attempt to put money 
into anything other than the minimum number of roads, water and power facilities, 
parks, a school, and a hospital, you'll have a difficult time succeeding here. You 
need to have as much cash as possible available for zoning—high-density zoning. 

For Dullsville to succeed, you need to provide your Sims with just enough 
necessities and comforts for them to do the work (and the building) for you. You 
need to create explosive growth early, maintain it for ten years, and avoid any 
economic slumps. 

To do this, it's best to do a large amount of zoning early. Decide where you are 
going to expand Dullsville, and then lay it out on the map. There is no time here 
for changes of mind or mistakes. As always, spend as much time as possible in the 
Pause mode. When everything is to your satisfaction, Cheetah out for the year, 
stopping to comply with demands and to deal with shortages. Unless brought 
forcefully to your attention, ignore potential long-term problems like crime or 
pollution; you're out of Dullsville in ten years anyway. 


À Path Through Dulisville: 
Before beginning, note the date at the top of the Game window (Figure 1-8). You 
have ten years from the time the newspaper is off the screen. 

1. Pause the game. Turn off disasters. 

2. Check the water system: Add some pumps; run your water main 


3. Spend the absolute minimum of money. Drop all budget items to between 
20 to 30 percent with the exception of transit. As the scenario progresses, 


Zi 


tweak them up bit by bit as needed. You should never need to go be- ca IE 
yond 40 to 50 percent on these. Add the parking tax and legalized gam- 2000 
bling. Spend little or no money on ordinances, institute no pollution 
controls until demanded, and hold back on energy conservation until 
later. Do invest in business advertising, however. You can feel bad about 
your Sims quality of life after 1920. 


4. Begin zoning out a large series of narrow high-density residential and indus- 
trial areas to the northwest. Add dense commercial zones to the residential 
and industrial mix. As you can see in Figure 1-9, we zoned them around 
two or three long parallel roads. Let one of the roads connect with the next 
town. This expansion to the next town forces Dullsville to grow inward at 
the same time it grows outward and seems to accelerate its progress. 


5. As Figure 1-9 also shows, instead of just connecting the zones with single 
power poles, string long power lines through these new zones. This will 
force the areas to develop much, much faster. This accelerated develop- 
ment is the key to the explosive growth needed to win the scenario. 


6. Extend water mains through this area. 


/. Build a school, a hospital, and two or three large parks. Avoid all big ticket 
recreational areas. If you have spare tiles, drop in the occasional small park. 
It is quite possible—if not optimal —to get through this scenario without a 


/ 


id 
jl Figure 1-9. Dullsville expansion pattern 
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zoo, stadium, marina, college, museum, or library. But your Sims need 
their parks. 


8. Run the scenario for a moment or two at Turtle speed to make sure every- 
thing is working. If it is, run the scenario at Cheetah. 


9. At this point, if things progress as they should, your biggest problem will 
be managing the almost runaway growth. Pause often to rezone. Be careful 
about your spending. You need to have $5000 cash in hand at the end of 
the scenario’s ten years and will soon need to invest in a second power 
plant—and possibly a third. 


10. When it's budget time, listen to your commissioners and tweak their 
budgets. Do this every January without fail; this will allow you to get by 
without adding another firehouse or hospital. Add a second police station 
if demanded. 


11. Near the end of the ten years you may find your city running low on power, 
despite the second plant. Instead of adding a third, find a nearby hill and place 
water on its slope. Place a hydro-electric dam on the one-tile waterfall. Add a 
second if needed, but use the minimum possible. 


With frugality, care‚ a careful eye on the demand indicators, and responsive- 
ness to the needs and whims of your Sims, you will have a fair chance of overcoming 
this most difficult of SC2K scenarios. When you finally begin building airports and 
arcologies on the dates they first become available, you'll wonder how you ever 
could have thought of Dullsville as a boring place. 


Nice Work..lf You Can Get Any 
(The Flint Scenario) 


Date: August, 1974 
Unemployment Rate: 12.6% 


Flint, Michigan used to be what America was all about—good jobs, good 
families, and good American automobiles. And lots of each. 

Flint was a company town and General Motors, one of the biggest in the world, 
was the Company— with a capital C. Unions were strong, wages were good and there 
was always a job available if someone went looking. There were only three 
certainties in life then: 
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United States. Times were very good. 

In 1955, in a city with a population of about 200,000, GM employed 82,000 
people. The bulk of them lived in Flint. 

In 1993, Flint’s population was 130,000 people and shrinking further every 
day. GM was employing only 43,000. Many of those were from outside the city itself. 

The collapse of the U.S. auto industry, automation, and robots on the factory 
floor were a triple whammy that translates into “Three strikes! You're out!" 

Flint has become synonymous with what can go wrong with the American 
Dream. 


How Wrong? The chart shown in Figure 1-10 is a good way to look at the employment 
picture in Flint over the past 23 years (Unemployment figures supplied by the city 
of Flint). The number for 1993 is an estimate. 

The numbers are frightening, especially since 1980. From 1980 through 1993, 
average unemployment in Flint was 17.3 percent. At its peak in 1982, the 27.1 percent 
rate was comparable to the worst years of the Depression. The approximate 13 


Unemployment in Flint (1970-1993) 
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il Figure 1-10. Nearly a quarter century of misery 
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The Official percent figure for 1993 is the best year for that entire period, and it was nearly 
SimCity 2000 double the national average. 
EDE Does this mean brighter times ahead? In the words of one Flint Planning 


Commission 
Handbook « official, “In reference to the tunnel and light at the end of it, we're not seeing that yet.” 
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Ee TIME FRAME: S years 


AVAILABLE FUNDS: $20,000 (plus cash flow) 
VICTORY CONDITIONS: Raise the industrial population to 21,000 


What is curious about the Flint scenario is the time-frame in which it is set. 

1974 was about the worst year Flint had experienced since the end of World 
War 2, and 1975 wasn't any better. But within five years, Flint cut its unemployment 
rate by a third to a low of 8 percent in 1977. By 1979-— when the scenario 
ends—Flint’s rate had moved up to just under 10 percent and has not seen single 
digit numbers since. But it was still significantly lower than at the beginning of the 
period. 

The scenario differs significantly, however, from what was the real industrial 
demand at the time. 

Figure 1-11 shows SimCity 2000'’s version of Flint’s industrial ratio compared 
to its citizens’ demands. It’s not quite the same as in the real world. Flint has always 
been a one-crop economy. The crop is General Motors automobiles and related 
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ul Figurel-1l. Flint’s industrial ratio and industrial demand 
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industries. In general, the people in Flint have never demanded less GM. Even at en 
the end of 1993, after 20 years of hard times, the city is still negotiating with GM 2000 
to bring another of its divisions into Flint. SC2K assumes, perhaps erroneously, the 
opposite to be true of Flint's industrial demand. EN 


À Path Through Flint 

Flint’s scenario is similar to Dullsville’s in that their problems are condition-driven, 
not event-driven. Such a state of affairs is more difficult to set right than fighting 
and recovering from some physical disaster. 

The conditions here, of course, are rather bleak; people, industry, and com- 
merce are all fleeing town. Pollution and crime are high. Worse, the water and power 
situations are critical. As you can see in Figure 1-12, the town even looks like a 
wreck. 

Get out your hard-hat, roll up your sleeves, and get to work. 


1. Pause the game. Make sure the No Disaster menu item is checked. 


2. Float a bond or two. Flint’s cash flow is in a sorry state, and you will need a 
good deal of cash to pull her through the next five years. City debt is not a 
factor in whether you win or lose here. 
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Examine, then upgrade the water system. Supplies are low and there may 
be some broken mains. Add a lot of pumps as a start. Add more later as you 
need them. 


Check the electrical situation. Add a power plant—you are going to need 
one soon anyway. Unless to populated neighborhoods, don’t string any ex- 
tra wire yet; there is redevelopment to be done first. 


‚ Drop taxes. Decrease the property tax one percent or two and lower taxes 


on less polluting business and industry. Eliminate the sales and income 
taxes— doing this will increase commercial demand. Eliminate parking 
fines. 


‚ Up the taxes on the auto, steel, and construction industries. This will help 


drive the first two out of town, and generate extra revenue in the process. 


‚ Fund everything. You need to keep people in town as well as attract new 


population. Happy Sims are a must therefore, and, as always, jobs follow 
Sims. In the case of the real-world Flint, they have been trying hard to cre- 
ate incentives to keep people in town. 

“lt's easier than bringing new folks in," is the way the Flint's Planning 
and Housing manager puts it. “It must continue if there is a any chance of 
us coming out of this in ten years.” 

Your advisors will be harping on you about this stuff. Do what they say. 
Unfortunately, this has not always been true in real-world Flint. 


. Start an airport or seaport. If you do go the water route, make sure the 


water is deep enough for Sims to build piers. 


. Closely watch the Demand Indicator and the Graphs window. React to de- 


mand swiftly as it changes. The Industry button in Graphs will track the 
growth of your industrial population. Remember: this is the population 
you need to raise to 21,000. 


Redevelop aggressively. When demand in any area turns positive, replace 
dead or dying areas with high-density zones. High-density residential rezon- 
ing is especially helpful. Be sure to replace your power lines after you do any 
demolition. 


Emphasize education. Better educated Sims attract better jobs and employ- 
ers. At the end of 1993 in the real-world Flint, education there was de- 
scribed by city planners as a “growth industry.” 


Create parks wherever you can afford them. These drive up land value and 
thus drive down crime. They also attract more Sims. 


What we have described here can, with care‚ make you a winner in the Flint 
scenario. By the end of 1979, vou should have turned the citv into, if not the most 
prosperous one you'll ever encounter, one that has a future. 

In was like that in the real Flint at the beginning of 1979, and that was the 
best it has been in decades. If there is one scenario worth continuing to play after 
victory has been declared, it is Flint. If only to prove that there is always room to hope. 
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Reticulating Splines 


To: Office of the Mayor 
From: SimCity 2000 Planning Commission 
Chief Number Cruncher 


Every time a new SimCity is created, SC2K runs its terrain generation se- 
quence. While this is happening, the program is creating a semi-random landscape 
upon which players can create the city of their dreams. Or their nightmares, for 
that matter. We describe the process as “semi-random" because SC2K has no bag of 
stock landscapes from which to draw. Although some may appear very similar to others, 
each and every one is created uniquely and differently. That's the random part. 

On the other hand, the percentages of the various physical elements present 
in the new city are the same every time. It's always built this way: 


Forest 25% 
Water 10% 
Trees 31% 


That’s the "semi" part. 
In the few seconds this process consumes, you are shown a rapid succession 
of messages apparently checking off the steps the program is going through: 
> Creating Hills 


> Smoothing 
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> More smoothing 
> Yet more smoothing 
> Reticulating splines 


> Tracing rivers 


Everything seems clear enough except ... what does SC2K mean by “reticu- 
lating splines?” Or is it, what are “reticulating splines?” Obviously it must be some 
rather obscure and complex mathematical process, an alchemical algorithm, or a 
dead cool programming technique. 

Obviously. 

Will Wright, the author of the original SimCity and co-author of SC2K, says 
that if you show folks a complex enough simulation, people will fill in effects for 
everything they see. In other words, people will interpret things that don’t exist, assume 
complexity where there is none. 

There is none. 

Read our word processor: There are no such things as Reticulating Splines. 

“Reticulating splines" is a giant pulling of our legs. Will and some others made 
up the phrase because they thought it looks and sounds as if it means something. 
It might: the word “reticulate” means to divide something so that it looks like, or 
appears to be, a net or a network generating, perhaps, from a single point; a “spline" 
can be an irregular curve or the approximation of a curve. Individually the terms 
have meaning. Together—in the case of SimCity 2000—they don’t. It's just a prank 
and a joke. 

The irregular features of SC2K's terrain are created by the generation of fractals 
that are smoothed, smoothed again, and smoothed yet again until they appear on 
screen as square tiles or cube-shaped cells. Fractals are mathematical objects that 
are *,.. devoid of translational symmetry," that is, the smoothness associated with 
Euclidean lines, planes, and spheres. The nature of fractals is reflected in the word 
itself, coined by mathematician Benoit B. Mandelbrot from the Latin verb 
“frangere,” "to break,” and the related adjective "fractus," "irregular and fragmented.” 
Or so says the New Grolier Multimedia Encyclopedia. 

Here's an example of what a 2-dimensional fractal can look like. It's not the 
same type as used in SC2K, but it will serve our purpose. In this case, you can see 
both reticulation and irregular curves. 

If you look closely enough, you'll see the reticulating splines. They're just to 
the left of the jabberwocky. 


Can you spot the jabberwocky here”? 


CHAPTER , 


lerraforming 


To: The Mayor of SimCity 2000 
From: The Committee for Preconstruction Planning 


sing the "Edit New Map’ option (aka terraforming) is perhaps the most 
important thing a soon-to-be Sim mayor can do. It's free, it's fun and, heck, it can 
even give your ego a boost. It can also save you a lot of time and effort later on in 
the game. Don't like those rough edges on a plateau or that mountain range on the 
edge of the map? Here's a great way to get rid of them before they cause problems. 
With proper use of terraforming you can: 


>» Create an efficient landscape that is easy to build on 
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Place landmarks unique to your city 


Sign your name (literally) to your work 


> 
> 
> Power your entire map with hydroelectric energy 
> Recreate the Great Pyramid of Giza 

> 


Feel like a god 


Be creative early and who knows what your city will be like. One thing is certain: 
it will be totally you. 

OK, you've got your map and you've got your toolbar, so let's terraform. Figure 
2-1 is an example of what a typical landscape might look like before you terraform. 


First, Let's Talk Tools 


At the top of the toolbar are two buttons, one labeled “coast” and the other “river.” 

All maps start with a river. Pressing these buttons will allow you to either add 
or remove a river or coastline frorn the next map you generate. In other words, don't 
hit the Coast button and expect a coastline to suddenly appear on your map. 
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Figure 2-1. Typical unterraformed landscape 
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Below these buttons are three sliding scales showing a percentage of trees, | 
Terraforming 
water, and hills. Made Easy 
Predictably, these scales allow you to change how much of each feature is 
. present in the next map you generate. As an interesting note, each of the percentages 
An OB 


is independent of the other two. All this means is that you can set the three scales 
at 100 percent and have all the hills, water, and trees the computer can fit onto the 
screen. As you can see in Figure 2-2, this makes for a very interesting map indeed. 
M AKE | Below these scales is a solitary button labeled "MAKE." This button lets you 
generate a new map, complete with any features you wanted to add or remove. 


Raise and Lower Terrain 

These two icons do just what their names imply: they raise or lower the terrain by 
one square. You can use the Raise Terrain icon to build mountains, dry up lakes, fill 
in holes or, if you're feeling really proud of your work, to sign your name. All you 
can really do with the Lower Terrain Icon is flatten mountains or widen craters. It's 
sort of a letdown. All things being equal, these are cumbersome, imprecise tools 
that can be ignored in most cases. 


The Stretcher 
The Stretch Terrain icon (“Stretcher”) lets you stretch terrain up and down. It's a 
quick n' dirty way of getting rid of offending mountain ranges and making craters. 
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Figure 2-2. 100 percent of all terrain types 
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This is a great way of adding or removing large amounts of land that you don't want 
cluttering up your map. You can use it to recreate the Egyptian pyramids, too. Click 
the Stretcher on a piece of level ground and pull it up toward the top of the screen. 
Voila! Instant pyramid. Figure 2-3 shows what one of those pyramids looks like. Bet 
the pharaohs never had it this easy. 

If you want to get rid of a mountain, click the Stretcher on the top of the 
offending feature and drag down towards the bottom of the screen. Repeat if 
necessary. 


The Leveler 
The Level Terrain icon (“Leveler") is maybe the most useful tool on the toolbar. It 


levels! It smooths! It flattens! About the only thing it can't do is saw through a frozen 
fish without losing it's edge. Euphoria aside, this is a great icon. You can use it to 
create plateaus, level mountains, and fill in holes and bodies of water. 

This is basically how it works: Find a part of your map that you want to have 
at a certain level. Click the Leveler on a square of land that is already at that level. 
Hold the mouse button down and drag the Leveler around. Mountains will lower, 
holes will be filled, plains will be covered. You can use it to smooth off the sides of 
terrain features as well. Practice with the Leveler a bit and get used to it; it will 
probably become your most used terraforming icon. 
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Figure 2-3. The great pyramid of SC2K 
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Raise and Lower Sea Level 
These two icons allow you to control the water level on your entire map. For 


instance, if you want to build in a desert, click on the Lower Sea Level icon a couple 
of times and … Voila! Dry land. The same is true for the Raise Sea Level icon. If you 
want an archipelago of islands and peninsulas, click on this button a few times. 
Take a look at Figure 2-4 for a good example of island terrain. 

Note that the function of each of these icons will undo the function of the 
other, so if you flood your map by mistake you can always lower the water level 
back down again. 


Place Water 


The Place Water icon allows you to place water in one square of the map. You can 
use this tool to create precise streams, lakes, and waterfalls. Beyond creating lakes 
and modifying the coastline, the most important thing you can do with this icon 
is create waterfalls. Just click the icon on a slope and you'll get a one-square 
waterfall. As well as looking pretty, waterfalls allow you to utilize hydroelectric 
power, a cheap, efficient, non-polluting power source that doesn't explode every 
fifty years. 

A word of warning to those of you who want to power your cities with only 
hydro plants: You'll need 250 of them to power the whole map, so you'd better be 
prepared for some serious terraforming. Figure 2-5 shows a good example of a “hydro 
farm” of waterfalls. 


e ES File Speed Optians Crsasters Windows Newspaper 


Figure 24. Sim archipelago 


43 


Terraforming 
Made Easy 


“5 


The Official 
SimCitv 2000 
Planning 
Commission 
Handbook 


4 


à  * 
ww File Speed Options Disesters WUiindeurs Newspaper D 


ed 


gure 2-5. Hydro farm 


Place Stream 

This icon allows you to drop a totally random stream onto your map. Just choose 
where you want the stream to start from, click, and there it is. This is a good icon 
if you want vour waterways to look natural instead of sculpted. 

You can create really neat looking waterfalls with thís icon by clicking it on a 
slope or even just close to one. The stream will follow the path of least resistance 
downhill to the bottom. While this may look nice, it isn't really practical if you are 
looking for masses of hydro power. The stream also creates a pool at its bottom, so 
be careful of flooding that prime piece of property that vou wanted your school to 
go on. 


Place Tree and Place Forest 

These icons deal with green space. The Place Tree icon allows you to place trees one 
at a time, right where vou want ‘em. The Place Forest icon drops a random bunch 
of trees over several tiles. These are good icons to use before you start a city, because 
the more trees you have early on, the less pollution vou’ll have to deal with later. 
Try placing trees on slopes where you can't build. This will help keep down pollution 
without sacrificing any buildable terrain. Trees will also grow during the normal 
course of city growth. If you start with a bunch of them early on, your city will be 
positively rolling in the green by the time vou've finished with it. 


The Zooming (Zoom) Icons 

These icons are self-explanatory. The magnifying glass with the "-" sign in it 
zooms out from the map, while the magnifying glass with the "+" sign in it zooms 
you in for a closer look. Try terraforming with the map zoomed all the way in; it 
helps, especially when you're dealing with tricky details. Zoom out when you want 


to see what you've done and what you need to work on. 


Rotate Left and Rotate Right 

These are fairly self-explanatory as well. The first one rotates the map 90 
degrees to the left, the second one rotates the map 90 degrees to the right. Intense, 
huh? These are good icons to use when you need a new perspective on the job. 


The Centering Icon 

Tired of scrolling around, trying to get to the next spot you need to work on? 
Use this icon instead. Click it anywhere on the map and the view will center on 
that spot. This is a good way to move around quickly without resorting to the 
tedium of scrolling. 


The Ubiquitous Help Icon 

Yes, it's everywhere you want to be. The Help icon. Click on it. It will tell you 
to hold down the SHIFT key while clicking on any other icon or area. It will give you 
a brief description of that icon or area. [t's great for those times you don’t want to 
flip through this book looking for where they hid the **@l&%#$* terraforming 
section. 


The Done Button 

When you've done everything you want to on your map, it's time to start your 
mayoralty for real. Click on this button and get on with the game. Figure 2-6 is an 
example of what a fully terraformed landscape might look like. 


Signing Off: The Write Way to Initialize Your Landscape There's nothing that can make you feel 
more all-powerful than seeing your own name hewn into the very living rock of 
your city. For those of you who aspire to that godlike feeling of dominance, here’s how 
to do it. 

Turn off the Coast and River buttons and set the sliding scales at 0% each. 
Generate a new landscape, then use the Raise Terrain icon to form rough-shaped 
letters. Use the Leveler to smooth down the rough edges of the letters and make 
them all approximately the same size. You have now named your land. If you just 
don’t want to be bothered with smoothing letters, or want a little variety in your 
script, you can use the Place Tree and Place Water icons to write, too. 
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Figure 2-1. If you are going to terraform, you might as well have fun doing it 


8 


If you really get into writing on the map, take a look at the Maxis Land city Ne 
(which is included in the game) for some interesting ideas on how to do it. If you Made Enk 
don’t like their name, then feel free to take a look at ours (Figure 2-7). 


REMEMBER: don't be afraid to experiment and try new things. 
Terraforming gives you nearly endless options as long as you are willing to 
give them a shot. Oh, and don’t get so wrapped up in everything that you 
forget to have fun. 


The Fast Path To Fiscal Solvency 
or 
How to Make Millions While You Sleep 


To: Office of the Mayor 
From: SimCity 2000 Planning Commission 


Revenue Committee 


As you may be aware, former mayors of SC2K were known to use under- 
handed—and somewhat illegal—methods to fill their city’s coffers. We understand 
that Yer Honor disapproves strongly of such measures, so enclosed below is a wholly 
legal technique to quickly fill the treasury of our beloved city. 

Using this method, any rookie mayor can have a new city up and solvent in 
a few minutes, and rolling in riches by dawn. Often, this will mean millions in the 
morning. 

This also works well when you're first using SC2K and find yourself not getting 
anywhere because you just can’t seem to make a decent city, and you're going broke 
all the time. 

Here's how it works: 

The first thing you need to do is generate a new city. If you terraform, be sure 
to add at least 20 waterfalls to accommodate hydroelectric generators. Be sure to 
level out an area near the edge of the map to build on; place your hydro sources 
near here. 
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When you've terraformed as much as you want, or have accepted the “un- 


adorned," unterraformed map, choose the Easy setting of play and start in whatever 
era you like. Begin building on a large flat area near the edge of the map. 


Now, tollow the steps listed below and by this time tomorrow you should 


have a city that's positively rolling in the green. 


1. 


Run a road out of town; doing this will increase your rate of growth and 
revenue. 


Place either 20 hydro dams or two coal burning power plants near where 
you plan to build. 


. Putin a dozen water pumps, a police station, a firehouse, a hospital, and a 


school. 


Lay down roads as you like and put in as much dense zoning as you can 
afford, but save about a thousand dollars. 


Run power and water to your zones and run the lines all the way through 
them. Here's an example of what your city might look like at this point. 


Go to the Ordinances window and select Legalized Gambling, Parking 
Fines, Energy Conservation, Pollution Controls, and Nuclear Free Zone. 


. Goto the Budget screen and take all the services except Transit down to 15 


or 20 percent funding each. Yes, this will result in a lot of crime. Now, turn 
disasters and newspapers off. 


. Save the game and play until all the bars on the Demand graph are positive 


and stable. You'll also want to get up to a positive cash flow of at least 


several hundred dollars per year. When these two conditions are met, put 
in another water pump or two and save the game again. 


9. Turn on the Autobudget, set the speed on Cheetah and leave the game on 
overnight. By morning your city should have well over a million dollars; more 
than enough monev to fix the social ills caused by the underfunded 
social services. 


By now you should have a medium size, very wealthy city like the one here. 


CHAPTER 3 


Classics Illustrated: 
lessons from the Past 


From: SimCity 2000 Historical Society 
To: The Office of the Mayor 
Re: Insights to be gained from a perusal of the cities 
of the past, and their application to the cities 
of the future. 


ere here to talk about a computer game. Simple, eh? Well, maybe not. 
SimCity 2000 is a pretty elaborate game, and part of what makes it complex is the 
fact that cities themselves are not simple. They're a bewildering mix of social 
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impulses, religious notions, and ideas, all plunked down in one location. People are 
the mind, the heart, the personality of a city. Buildings and streets are its body. 

Only human beings make cities. Cities are composed of the people themselves, 
and a whole lot of things and ideas that are important to people. Sure, animals have 
social organizations too, some of which are quite complex. The social insects even 
build structures of sorts to house their communities. But animals are ruled mainly 
by instinct. They live and work together; they even build, but you don’t see them 
sitting around in city councils studying zoning maps or complaining about how 
the local sewage treatment plant smells. Only people spend so much mental effort 
on planning their communities. Ants don’t usually argue over which way a tunnel 
should go. People argue about all sorts of things because each person has ideas of 
his or her own about what is and ought to be. Maybe the first thing we ought to 
do, since we're people—apologies to the phylogenetically challenged—is to define 
what a city is. 

A city is a permanent settlement, distinguished from a town by its size and 
importance. A city is also the citizens that inhabit it. Some cities were decreed by 
the powers that be and planned from the very beginning. Some just grew, evolving 
their forms over time. No matter how a city began, all of them, even the earliest, 
were built to serve human purposes. As cities grew, they assumed a shape that 
reflected a human sense of order, modified by the terrain on which they were 
constructed. Cities are pages of the book of time, written in wood, adobe, stone, or 
concrete. Lines on paper, lines in the sand—both tell the same story: 


Construction Zone 
Road Work Ahead 


The ancients may not have used signs to warn travelers of the generic 
“Flagperson Ahead," but one of the early uses of writing involved making inventories 
of supplies for the builders of public works. Leeks and beer were popular in dynastic 
Egypt; coffee and doughnuts were far beyond their event horizon. So you see, there’s 
a lot to be learned from history. It helps to know something about the development 
of cities in general if you want to figure out what it's going to take to make your 
own city successful. As it grows, you may see historic forms repeating themselves 
on the computer screen. Like Kipling's King and Mason, you may be surprised to 
see the form of the dream you have followed in the face of the thing you have 
planned. 

Throughout history, cities have been founded to fill basic human needs. 
Working together to create a city helps people to maintain control over local 


resources, especially water and wealth. Cities also serve as centers for worship and 
defense. 


Water and Commerce 


When it comes to ensuring well-being and prosperity, you can’t beat fresh water. 
Water is life. People can't get along without it, nor can game, livestock, forage plants, 
or crops. From the Fertile Crescent in Mesopotamia to the Allegheny and the 
Monongahela in Pennsylvania, from Egypt's Nile to China's Huang Ho, with the 
Maranon of Peru and the muddy old Mississip’ of the good ole U.S.A. thrown in, 
rivers bring fertility to the land and spur the imagination of humankind. 


Water Is Power In Mesopotamia, ancient Egypt, and the valleys of the Indus and the 
Huang Ho, cities grew at the intersections of overland trade routes and rivers. They 
provided services for thirsty travelers, sort of like St Louis during the Oregon Trail 
days. Needless to say, those travelers paid. SimCitizens wield that same sort of 
commercial power along their waterways, and their freeways, airways, roads, and 
railways, too. 


Water Moves Things It moves soil, trees, houses, and commerce, both in goods and 
ideas, along the waterways of the world. Humans have to make the best of what 
the rivers bring. The Pharaohs of Egypt, the City Council of Cairo, Illinois, and 
many a Mayor of SimCity 2000, separated by time and space though they are, share 
the same basic set of problems with water, though their tools for coping with them 
may differ radically. 


Water Won't Always Go Where You Want lt To Ancient rulers used the power of people and 
animals to operate simple machines for lifting or lowering buckets of water. Modern 
SimCity 2000 Mayors—and the City Council of Cairo, Illinois—have miles of 
carefully laid water pipes under their cities, powered by electric pumps. In fact, Sims 
and citizens of Cairo, Illinois can harness the power of falling water to generate the 
electricity to run the pumps to move the water to irrigate the crops that drown in 
the floods that contaminate the drinking water. The darned stuff just won't go where 
you want it to go. 


Water Gets Polluted For millennia, this problem was blithely ignored, and its conse- 
quences endured. Pollution is a major concern in Cairo, Illinois, and in SC2K as 
well. Sims don’t just endure pollution. They cormplain about it. Often. Just check the 
SimCity 2000 newspaper. You'll see. Fortunately, sewage treatment has come a long 
way since the Exodus but, then, so has pollution. 
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Water Won't Stay Put__Along the ancient Nile, the annual floods signalled a national 
holiday. In Cairo, Illinois, of 1993 and in SimCity 2000, floods rank as disasters. 
Lots of things rank as disasters in SC2K, where any city can suffer earthquakes, 
tornadoes, and hurricanes, all in the same year. 


River Traffic Doesn't Always Bring You What You Want The fortunes of cities wax and wane with 


the cycles of commercial prosperity. Woe unto the 13th Dynasty Pharaoh or the 
Mayor whose port is too shallow for ships to dock. Angry citizens will rise up against 
him (or her). Her dynasty (or his) will fall. 


The Folks Who Come Ashore May Not Be Friends of Yours Pharaoh had to beat back the Sea 


Peoples. At least the good folks of Cairo, Illinois and SimCity 2000 don't have 
to worry about being invaded. 


Ain't Gonna Study War No More 


Despite the option to include military bases on city property, SimCity 2000 isn't a 
war game. The police handle crime in the streets. The army is called out only to 
help in time of disaster. By and large, there's just no place for a street-fighting man. 
Even so, a Mayor can learn a lot about city design and terrain-editing from checking 
out the fortress cities of long ago, when people took advantage of sites that afforded 
the best possible security from drought, starvation, and other people. 

Away back when, war was a game that was played for keeps. Hill sites like 
Maiden Castle in England were in demand because added elevation made it easier 
to rain down destruction on the enemy, and made it harder for their slings and 
arrows to inflict outrageous fortune on the defenders. Yes, war has been a major 
influence on city planning. Even a peaceful and prosperous city like yours probably 
has areas that look a lot like some of those old forts, minus the fortifications, of 
course. 

Most of the reasons for building cities have a practical, down to earth genesis, 
but religion is different. Worship is an impulse of the human mind and spirit. Like 
many other intangibles, it finds expression in the concentrated populations of 
cities. Lewis Mumford believes that the symbolic power of the sacred enclosures, 
even when placed within a citadel by military necessity, preceded the military 
function and actually symbolized the people of the city and their common identi- 
fication with their gods. Like warfare, worship has had an impact on city design. 

Consider the medieval Nigerian city of Ife, holy city of the Yoruba and seat of 
their priest-king, the Oni. The ground plan of the city resembles a spider web. A 
delicate tracery of streets radiates from the Afin, the palace, in the center of town. 


The streets intersect a succession of walls and gates as they diverge from the center. 
The very shape of the city reflects the magnetism of the sacred place in its heart. 


& In the Beginning 


In the ancient Near East, where the earliest cities were founded, the four factors of 
water, commerce, worship, and defense came into play. In general, cities were built 
in river valleys where periodic flooding enriched the soil, cargo could be moved 
easily by waterway, and money could be extorted from traveling salesmen. They 
were built in places that were considered sacred, and enshrined what was holy and 
important within protective walls. This holy and important place frequently was a 
ziggurat, an artificial mountain echoing the ancestral home of a people who 
migrated to the plains. It was topped by a temple dedicated to the city’s guardian 
deity. 

As the cities were built and rebuilt on those sacred and advantageous spots, 
the ground level was raised, forming low hills called tells. Their defenses became 
increasingly sophisticated as generations of generals sought to counter the latest 
developments in offensive weaponry. For example, the invention of the battering 
ram toward the end of the Early Bronze Age forced a Middle Bronze Age redesign: 
a fosse pit or moat and an intermediate rampart at the bottom of the tell surround- 
ing the main walls higher up the slope. 

The most important structure for the Near Eastern city was usually placed on 
the highest point in the city. This structure could be a temple, fortress, or palace or 
a combination of the three. The rest of the city grew in relation to this citadel, or 
acropolis. 

The Near East seems to have experienced an inherent antagonism between 
city and country. The rise of the city heightened the demand for the food products 
of the agricultural villages and outlying fields. Growing urban populations caused 
rural villages to multiply in order to put more land under cultivation. The cities 
exploited the countryside for their own purposes. The rural population didn't 
necessarily appreciate all this municipal interest, and they didn't reap many benefits 
from the cities’ superior level of organization, or even from their fortifications. lt 
seems that city slickers and country bumpkins have been picking on each other 
since time immemorial. When they weren't feuding, they probably told each other 
traveling salesman and farmer'’s daughter jokes. 

In Book VII of his Politics, Aristotle, the tutor of Alexander the Great (no mean 
city builder himself), suggests that city designs should reflect their government. 
For example, an oligarchy or monarchy needs an acropolis or citadel for its 
fortress and temples. An aristocracy, on the other hand, requires a large number 
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of less accessible, and easily defended places. A democracy needs a flat plain where 
many people can be on the same level. 

He noted that cities designed on a regular grid pattern were more convenient 
for those who lived there, but he contended that cities needed some clumps of 
irregular streets in order to confuse and entrap invaders in time of war. Nowadays 
we use them as tourist traps, like Lombard Street on San Francisco's Russian Hill. 

In advocating crooked streets, Aristotle went against the grain of Vitruvius, 
the first century BC. engineer whose De Architectura formed the basis of Western 
urban planning, and Hippodamus, who designed the fifth century BC. city of 
Miletus, and who is often called the “father of the gridiron plan.” Figure 3-1 will 
give you some idea of how Miletus looked. He would also have offended the 
planners of the grimly severe city of Mohenjo Daro in the Indus Valley, the 
birthplace of city sewage disposal, if their civilization hadn’t already been dead for 
nearly 1500 years before his time. 

Vitruvius believed so strongly in symmetry that he felt an architect could not 
properly site the streets of a city unless he knew the prevailing wind direction. He 
took into account the effect of winds blowing through streets and alleys. He 
suggested that such wind tunnels could be avoided by setting the lines of streets 
and alleys “between the quarters of two winds.” You might call that an early example 
of air pollution control. 
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Figure 3-1. Ground plan of Miletus (Asia Minor, fifth century B.C) 


By the time of the Roman Empire's greatest expansion, another model, based 
on defensive considerations, had taken hold. To a large degree, this city plan was 
influenced by the austere grid used in Roman army camps of the middle to late 
Roman Republic era (mid third century B.C. to the late first century B.C). Take a look 
at the ground plan of first-century B.C. Aosta in Figure 3-2. 

During the Roman Empire's expansion, its armies marched from daybreak to 
midday. They spent the afternoon constructing a fortified camp‚ and the evening 
recuperating from the effort while the baggage train filed into camp. On their 
missions of conquest, they marched with full impedimenta—the whole baggage 
train. Wives, children, sweethearts, supply wagons, cattle, all accompanied the 
army on its major marches. It had a lot to protect. If the army got bogged down in 
its advance, the camp might take on a semi-permanence. Roman legions came to 
stay. They not only fought their way across the known world, they farmed it in 
between campaigns. 

The capacity of the Roman army to retreat to a fortified encampment and 
return the next day to bring battle with rested troops was of considerable advantage. 
Since most of the early governors of conquered territories were men of military 
experience, it is no wonder that many towns and cities were built or rebuilt 
following the pattern of the Roman military camps. 
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Figure 3-2. Ground plan of Aosta (Italy, first century BC} 
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The builders of Imperial China's cities also preferred the grid. They appreciated 
its military uses; fighting units could move swiftly down its straight streets. But the 
Chinese had, as well, a passion for order and an appreciation of the mystic 
significance of numbers. “As above, so below” was a maxim that expressed a sense 
of the correspondence between Heaven and Earth. Wise men sought to reproduce, 
and thus perpetuate, the order that had to prevail in earthly and heavenly realms 
so that harmony might rule in both Earth and Heaven. 


The Circle and the Square 


To a large extent, these early patterns demonstrate the two basic designs to be 
discerned in urban development: cities either radiated outward from a central point 
or were laid out in a grid. These layouts are determined, in a practical sense, by the 
need for access to various locations, so they are often referred to as transportation 
alternatives. 

One use of the geometrical grid can be seen in the basic street plan of London 
prior to the Great Fire of 1666. The design of London's streets was largely due to 
Roman influence. London was founded during the Claudian invasion of A.D. 43 at 
Londinium, where the Romans built a bridge and a fortified city. Upstream, the city 
of Westminster was founded as another Roman settlement. Over the centuries, the 
two cities grew together— Westminster as a royal and religious center and London 
as a commercial center—with nobles and priests residing between the two. Since 
both cities began as rectilinear settlements, they evolved as an extension of their 
Roman origin. In fact, Cheapside and Cannon Streets are simply medieval exten- 
sions of the east-west roads used by the Romans. By 1666, the city looked like it 
does in Figure 3-3. 

When playing SimCity 2000, you can duplicate, to some extent, the way 
Londinium and Westminster grew together. You simply build two power plants and 
two population centers on the same side of a body of water on your map. Let both 
mini-cities grow for a couple of years, then build a long stretch of road between the 
two centers. This represents The Strand, Fleet Street, and Cannon Street. It may look 
a lot like Figure 3-4. As your city develops, note how efficient it is to place plenty 
of residential zones adjacent to the long road. This is a simplified version of how 
London developed. 

Radial designs, on the other hand, emphasize thoroughfares or avenues in a 
traditional plan, or transit routes in a more modern plan. The original city of 
Karlsruhe, Germany, is an example of radial design, as you can see in Figure 3-5. 
Karlsruhe was built around 1715 with most of the city located in concentric circles 
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With SimCity 2000, you can see how cities grow together 
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of influence radiating outward from the medieval castle. The city, designed in this 
way, visually suggests the radiating circles of influence coming from the prince. 

SimCity 2000’s layout allows for diagonal road and rail lines, so you should 
be able to duplicate the look and feel of urban designs that use diagonal thorough- 
fares to bring the main traffic flow to the center of your city. A look at Figure 3-6 
will give you a feel for the use of diagonal streets. Note that you can alter the terrain 
so that you can approximate the reclaimed swamp used for the center of Washing- 
ton, D.C. and can create roads that are almost as geometrically pure as L'Enfant's 
original design. 

However, you'll still discover problems with diagonal design. Using diagonals 
for thoroughfares and public access to important points in the city tends to cut the 
city into irregular shapes that are often less useful than the rectangles on a grid. In 
a nation’s capital, where there is often an emphasis on the ceremonial and 
monumental, that may not be much of a problem. In most cities, however, there 
is no real need for this proliferation of irregular shapes. 

One very useful possibility for the radial concept in SimCity 2000 is to put the 
first power plant and the bulk of the industrial zones at the center of your terrain. 
Then, place residential zones at the edges of the map. Funnel the traffic into the 
city center using a diagonal road or rail system until the city center starts to grow. 
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& Figure 3-5. Ground plan of Karlsruhe, Germany 
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ä Figure 3-6. L’Enfant's plan for Washington, D.C. 


Then, as a buffer between the heavy industrial pollutants and the virtually smog-free 
suburban countryside, you can plant a greenbelt in the irregularly shaped areas 
between the roads. 

After creating the greenbelt, you should still have plenty of space to construct 
a commercial belt. In this way, you will have implemented some of the designs to 
be found in radial cities. 

It may make for a moderately efficient city in the long run, but Sims aren't all 
that fond of commuting, even with a good system of public transportation. The 
industrial core of the city may be left to rot while the workers look for jobs closer 
to home. 

In the short run, it's more expensive to build a radial city than to follow a 
strict geometrical grid pattern. Not only will you waste a lot of land, you'll easily 
double or triple the cost of running electricity across town, because power lines 
won't cross diagonal roads in SC2K. It sure looks impressive when it's laid out on 
the map though. You might want to try one just for fun. Figure 3-7 shows a city 
whose radial pattern was created without using diagonals at all. 
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Figure 3-]. Creating a radial city is an interesting and informative exercise 


Ás for the gridiron, you'll notice that it's less distinctive than the radíal city 
and offers less chance to exploit the layout of a cityscape to the advantage of the 
planner. You will find, however, that it's the easiest transportation option to 
implement. 

Notice the extreme regularity of Colonial Williamsburg, as it appears in Figure 
3-8. Then consider what Le Corbusier, the Swiss architect who so profoundly 
affected the French and American architecture of the 20th century, had to say about 
geometric regularity: 


Man walks in a straight line because he has a goal and knows where he's going 
… The pack donkey meanders along … takes the path of least resistance … Man 
must consider the result in advance … But the pack donkey thinks of nothing 


at all, except what will save himself trouble. 


This said, he suggests that pure, straight geometrical forms are the most 
efficient shapes for human living. Le Corbusier probably never did much backpack- 
ing and apparently never came to terms with the laws of physics and mechanics. 
This brings us to the next important historical consideration of the urban planner, 
land use alternatives. 
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& Figure 3-8. Sketch of colonial Williamsburg 
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In general, land use alternatives are determined by the local terrain. The first type 
of development with regard to land use is continuous expansion. In this type of 
expansion, the urban center begins at one point and expands outward according 
to its growing needs, usually expanding wherever it's physically possible. 

In American urban history, the port is that point from which the urban center 
began to expand. At the time of the Revolutionary War, the cities of Boston, New 
York, and Philadelphia were virtually synonymous with their harbors. The port was 
the commercial, communications, and industrial center for early American cities. 
The port was valuable because of its access to the Old World; manufactured goods 
were brought to American shores by ships which, in exchange, returned American 
resources to European ports. In order to store both imported goods and raw 
materials awaiting export, warehouses were built around the ports. In turn, com- 
mercial buildings for wholesale brokerage and retail appeared nearby, as did the 
homes of wealthy owners who needed to be close to their holdings. Low-cost 


One If by Sea: Ports in American Urban History 
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housing also proliferated to house the dockworkers, warehousemen, and others 
who worked in the area. Nobody commuted. 


Simcity 2000's seaports boast deepwater piers and cargo hoists 


Âs commercial and industrial activity expanded and intensified around the 
harbors, considerable pressure for additional affordable housing was felt. During 
the 19th century, there was a boom in public transportation, as emerging railroads 
combined with horsecar lines and ferries. Commuting was born as many families 
moved to less expensive housing beyond the boundaries of the original city. Not 
only was the American suburb a solution to the need for affordable housing, but 
the freedom from urban crowding and the improvement over urban sanitation 
standards gave those suburban pioneers a feeling that they had attained a higher 
quality of life in exchange for a long ride to work. 

Although it's not the best way to lay out a town, you can duplicate the 
development of an early American city with SimCity 2000. It will probably look 
like Figure 3-9. To do this, establish your initial zones at the shoreline and construct 
a seaport earlier than is normally required. SimCity 2000 doesn't really let you take 
advantage of a seaport until your city has reached a certain size, so you may lose 
money during the early stages of the game. By attempting this approach, however, 
you should encounter some of the problems that faced early American cities. 

Place your coal-powered electrical plant near the shoreline. Then build the 
seaport, an industrial zone, and a couple of residential zones and connect them all 
with roads and power lines. Beginning with this nucleus, you'll notice that you tend 
to expand outward in a widening semi-circle from the harbor, depending on the 
terrain you start with and the tendency of the city to grow along a regular grid. 

You'll also notice that, rather than having an orderly pattern, you'll often end 
up with a patchwork of commercial, industrial, and residential zones plopped down 
rather quickly as you try to meet particular needs, crises, and demands. It's a 
disorderly crazy quilt of a pattern with not much symmetry to it, but it suits Sims 
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Figure 39. Urban sprawl takes over the screen in this simulation of an earlv 
American port city 


toa tee. They're not much on commuting, so they really appreciate having their 
homes, jobs, and shops all jumbled up together. Welcome to the wonderful 
world of urban sprawl. This is precisely what was happening in the United States 
circa 1870. 

This phenomenon is described in an article entitled “The American Citv: What 
Shaped its Development?” by Thomas Bender: 


Bevond this center-city cluster of commercial and residential space, the bulk of 
the city [New York, 1870] extended perhaps three or four miles into a kind of 
ragged and mixed-use cityscape marked by pockets of commercial, industrial, 
and residential uses. While one could call this fringe area confused, it is more 


precise to call it ill-defined and literally undistinguished urban space. 


Bender goes on to indicate how the development of the urban skyscraper eased 
some of the sprawl at this point. In SimCity 2000, the Sims will build skyscrapers 
in both commercial and residential zones to take advantage of vertical space, as 
long as you've zoned for dense development. 

In The Economy of Cities, Jane Jacobs tells about the history of Detroit as a 
manufacturing power. She observes that flour was the city’s primary export in the 
1820s and 1830s and that a complete system of grist mills, docks, taverns, and 
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workshops grew up to support that export-based economy. In time, machine shops 
sprang up around the mills to repair the mill machinery. Then, shipyards grew up 
to build and repair the ships that transported the flour. Later, because of their skill 
and the availability of labor, these same shipyards began to build ocean-going 
steamships. 

By the 1860s, Detroit was no longer primarily a flour-milling city. It was also 
an exporter of marine engines. Between 1860 and 1880, the economy shifted to 
refining copper from local ore. Originally, this copper refining was designed to 
support the local machine shops by providing the raw materials for brass valves and 
fittings. Then the city began to export refined copper as well. By 1880, when there 
wasn't enough ore left to export, Detroit had diversified into a full-scale manufac- 
turing town. It's no wonder it became the home of the automobile industry. The 
economy was already right there to support a major manufacturing effort. 

These days, Detroit's economy is stagnant, due to its dependence on the 
automobile industry. You can avoid this phenomena in SimCity 2000 by adding an 
airport or seaport, along with enough commercial zones to support it, before the 
city becomes totally dependent on its industrial capacity. In SimCity 2000, a city 
without export capacity is in fatal trouble. A city with a one-crop economy is in 
trouble anywhere. 


The Plots Thicken 


The most dominant and efficient city plan is the gridiron, sometimes called the 
checkerboard plan. It greatly affected the future of American urban development, 
influencing surveyors and planners of 17th century Williamsburg, Virginia, and 
Philadelphia, Pennsylvania, as well as midwestern towns of the 19th century. 
According to the gridiron plan, the city area was surveyed and divided into a 
number of rectangular plots. The major advantage was that the regular size of the 
plots enabled prospective buyers to consider purchasing the property even if they 
had never visited the town. 

Of course, the developers, in their eagerness to turn a profit, didn't always 
bother to inspect the real estate they were selling, either. They laid out their grids 
with a blithe disregard for the actual terrain, ignoring cliffs, rocky outcrops, and 
swamps in their efforts to turn a buck. Land swindles are nothing new in American 
history. 

From this early version of a “speculator’s town,” the practice continued until 
developers all along the railroads utilized a Standard Town Plat, like the one in Figure 
3-10. These plans enabled developers like Illinois Associates, planners of towns 
along the route of the Illinois Central Railroad, to simply write in the name of a 


new town at the top of the generic map and the plan was complete. While this 
planning method was quick, it completely ignored the terrain. During the early 
decades of the 20th century, the San Francisco Chronicle gave away lots in southern 
Marin County, California as an advertising gimmick. Although they didn't use 
standard town plat maps, they laid out whole subdivisions without ever considering 
the actual topography of the hilly countryside they were pawning off on people. 
The paper roads and legal lots of record concocted as part of that circulation scheme 
are a headache for judges, residents, and planning commissioners to this day. 

In the absence of building codes, landowners in those shake-and-bake com- 
munities had a tendency to ignore the need for space between structures, and ended 
up building from lot line to lot line. That may have worked to the advantage of 
rooftop prowlers like house cats and cat burglars, but if your neighbor’s chimney 
caught fire, you could kiss your house goodbye. It didn't do much for public 
sanitation, either. 


Getting Zoned 


New York City was the first urban area in the United States to divide an entire 
community into zones or districts according to the existing and potential use of 
real estate. This ordinance was passed in 1916. A New York City engineer of that 
era, Arthur Koester, described the rationale behind zoning in Modern City Planning 
and Maintenance: 


…the objects to be accomplished are the providing of healthful living and 
working conditions, prevention of congestion, convenience of distribution, 
suitable relation of the homes of the workers to their places of employment, 
and the grouping together of those whose incomes and tastes are generally 


similar. 


There appears to be some racism and classism latent in the division of the 
landscape into those areas of functionality. By 1930, several hundred local govern- 
ments had followed suit and established similar ordinances. Overall, zoning accom- 
plishes three things: it conserves property value, provides a plan for ordered growth, 
and protects the public welfare. 
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Open Spaces in Urban Planning 


Another land use alternative is that of nucleated expansion, which has nothing to do 
with atomic power. Under this model, city clusters grew up around various geo- 
graphical phenomena. 

For example, early on in the industrialization of the United States, industrial 
"satellite" cities began to form around the waterfalls that drove the machinery on 
which their economies depended. Later, the invention of the steam engine allowed 
these industrial clusters to move closer to the city center. You may find yourself 
zoning development in your city according to the functional or esthetic charac- 
teristics of the terrain. 

Think about that when you're choosing a site for your airport. You'll pick 
someplace that's big and flat, and, the next thing you know, you'll be zoning in 
new development around it as fast as your Sims can build. That's nucleated 
expansion based on a functional characteristic. 

The modern urban planner will often use nucleated expansion to take advan- 
tage of particular terrain features. For example, in planning the community of 
Greendale, Wisconsin, during the mid 1930s, the architectural team observed that 
the scenic west side of the community was ideal for high-income housing. The 
architects designed that side of the city using a conventional scheme that allowed 
for maximum space per lot and took advantage of the natural terrain. 

You can use this esthetic-based form of nucleation to build an upper-class 
residential zone that will help to keep your tax base high. 

Look for or create islands that are large enough to be zoned residential or for 
wooded areas and that can surround residential zones on one or more sides. Zones 
them Light Residential and connect roads and power. 

You certainly can't afford to do this for the entire city, but such an effort will 
ensure a fashionable "Beverly Hills” area—with proportionately high land values. 

In his article "Residential Site Planning Texture," Elbert Peets, one of the 
architects of the Greendale plan, says that, in terms of population, a low gross 
density justifies a relatively high average net density. To achieve this, the team 
designed functional open spaces. Service roads were laid out with greenery on each 
side so that they wouldn't look like alleys. Pedestrian walkways were separated from 
streets by central promenades through various neighborhoods. Finally, houses were 
set opposite each other so that they were closer together on more affordable lots, 
but provided with both a shared openness and a small rear yard for privacy. 

You can't site the individual houses in SimCity 2000. The Sims do that. You 
can achieve the effect of net population growth with a reasonable population 
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density by being creative with open spaces. Don’t hesitate to plant greenery or place 
water around roads, transit lines, and small irregular plots. It will increase the land 
value and improve the quality of life by reducing crime. When it comes to power, 
you may decide that no nukes are good nukes, but when it comes to urban design, 
you may agree that nucleated expansion is a very good nuke after all. 

Sometimes using the terrain this way causes the cities to grow, amoeba-like, 
with tendrils extending in various directions to make use of certain features while 
avoiding other kinds of terrain. In SimCity 2000, it can be helpful in dealing with 
flood plains. Although flooding is basically a random disaster, you may find it 
valuable to avoid squares where floods recur. After a flood, it may be wise to convert 
the affected area to forest and avoid future devastation. This isn’t always practical, 
but it can be a useful strategy. 

Another place to plan for open space is immediately adjacent to the airport. 
Air crashes are so common that it seems best to avoid putting any development 
immediately adjacent to the airport, with the possible exceptions of its own power 
plant, and a fire department so that you don’t lose the entire airport when a plane 
goes down. 

At the present time, American urban development is experiencing the exurbia 
phenomenon. Telecommuters and individuals with flex hours are moving even 
farther from urban centers in search of a higher quality of life, and along the way 
are transforming many small rural cities and towns into "Yuppievilles." A fascinating 
phenomenon. One wonders whether the shape of future cities will bear any 
resemblance to those of the past. But enough speculation. SimCity 2000 awaits your 
pleasure. 


Yer Honor’s Honors 


To: Office of the Mayor 
From: SimCity 2000 Planning Commission 


Mayoral Salary Review Committee 


Yer Honor: 


Ás you may be aware, no formal paycheck has ever accompanied the mayoral 
position in SC2K. Our Sims have always believed that the honor alone of such a 
position is reward enough. This committee has been charged with reviewing the 
current situation and making recommendations in this matter. 

It is our conclusion that there is no need to change present policy. Any money 
which might be paid a mayor is better used to improve the infrastructure of our 
city. Or build a new stadium. 

Since no mayor of SC2K has ever served in the position without buying his 
or her way into office, we feel that continuing the current policy in this matter will 
inflict little economic harm on the office holder. 

However, we are unanimous in the opinion that some form of incentive 
system should be in place to reward exceptional performance. 

Therefore, to ensure that Yer Honor receives something concrete to show for 


continuing success and hard work, the following award system has been put into 
eftect. 


14 


We would like to think that you and your successors will continue to thank 
us for our generosity. We feel you will view these spiffs as almost as good as getting 
reelected. 


Mayor's House 


This lovely cottage with its faux mansion facade will be awarded whenever a mayor 
first brings SC2K to a city size of 2,000 people. It will be built wherever and whenever 
the mayor pleases. 


Mayor's House 


voral 


Banse 


The mayor’s house comes completely equipped with a fluctuating supply of 
city employees and expired former employees. The latter serve as doorstops. The 
numbers of these at any one time are related to nothing at all. 

It should be noted that before this incentive policy was finalized, it was 
planned that the house come equipped with herds of llamas. However, the idea of 
dead llamas on city property led to the eventual rejection of that plan. 


City Hall 


At a city size of 10,000, SC2K will reward its mayor with a new City Hall to replace 
the rented trailer he or she will be working out of until then. Like the mayor’s house, 
it will be situated at the time and place of the mayor'’s choosing. 


City Hall 


Ears 14? 


At city hall, the mayor will have first-hand access to all of SC2K's land usage 
records. It contains no doorstops nor llamas. 


Statue 


At the 30,000 Sim level, the mayor will be awarded a statue. Due to expected 
continuing frugality, and the volatility of politics, these bronze-plated statues have 
been ordered in enough quantity to last for some time. Each mayor who is awarded 
one however, will be allowed to name it for himself or herself. As always, the statue's 
placement is at the mayor's discretion. 


Stetue 
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One feature of the mayor’s statue is its built-in pigeon magnet. It is often 
rumored that there is some correlation between the number of pigeons perched on 
the statues and the mayor’s popularity. 

There is none. 

There should be. 


Military Bases 


When SC2K grows to 60,000, it becomes large enough to be considered a metropolis. 
With that great stature comes great responsibility. SC2K and the military will have 
the opportunity to decide whether to locate a military base near the city. 

SC2K will be scanned for a 10 x 10 grid on which to build the base. If a suitable 
area is discovered, one of four types of bases will be chosen. 

An army base will be offered if the right plot of level-to hilly terrain is found: 
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Sea coast availability is what the Navy is looking for: 
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And without mountains, you may never see a missile silo. This type of base is 
rarest of all: 


Braun Llama Dome 


Named after Maxis co-founder, Jeff Braun, the Braun Llama Dome, awarded at the 
90,000 population level, is a mixed glory for the mayor. While it's towering profile 


Bm 


gracing the skyline of SC2K may boost civic pride to new heights, it should also be 
viewed with a certain amount of caution. After all, this is traditionally the site where 
unsuccessful mayors make their honorary bungee jump sans cord. 


Llama Dome 
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None of the statistics recorded about the current status of the Llama Dome 
have any relationship to reality as we know it. 


Arcologies 


Arcologies are a reward for both success and longevity. They are self-contained 
environmental and social units that house a minimum of 30,000 people. 

There are four types of Arcologies awarded for an SC2K population level of 
120,000 people. However the arcologies will only appear after certain dates. 


> The Plymouth Arco is developed in the year 2000. Its prototype was fabricated 
from recycled parts of the Exxon Valdez: 


When it is offered, the arcology is spelled Plymoth Arco. Once it is in place 
and functioning though, it becomes the Plymouth Arco. 


Very strange. 


18 | 
» The Forest Arco first becomes available in the year 2050. Tree-hugging is this 
arcology’s state religion: | 


» The Launch Arco becomes available in the year 2150. Like James Blish's "Cities 
in Flight,” residents of Launch Arco dream of lifting off to the stars. It may just 
be possible— but only in some other Sim reality. Launch Arcos can take flight 
in SimEarth. Who knows when Maxis may launch them again. 


Divinity 
Most people, and all politicians, would like to be remembered for years after 


>» The Darco is developed in the year 2100. Inside, no one can hear you scream: 
they're gone. Godhead is another matter altogether. Yet that is one of the 


possibilities open to the SC2K mayor who is able to win one or more of the scenario 
challenges. How this divine state might be implemented is not mentioned. 


JOY! RAPTURE! OIVINITY! You have completed all necessary 
objectives for this scenario. You are awarded the key to 
the city and are asked to continue in your role as 
community leader. 


ae 


The Gold Key will have to do in the interim. 


Parade 


The rarest of honors in SC2K is having a spontaneous parade thrown in your honor. 


For this to happen you need a mayoral popularity rating of 80 percent. 


The people of your city love gou so dearly that they 
have thrown a spontaneous ite in your honor. 


It is a moment to cherish. 


Ik, 
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Chinese proverb reads, "Of all things, people are the most precious.” Cities 
to serve people. They provide shelter, services, and work for people. In their 

Is, libraries, and museums, they nurture the minds and spirits of the populace. 
turn, people come to identify with their cities. They become concerned about 
ity’'s policies. They get involved in civic affairs. Concentrated populations 
ide a work force that enhances production and trade. People also serve their 
. All of a community's systems are interrelated. Part of your job as mayor will 
eping all of these systems in balance. 

Good luck to you in your endeavor. May SimCity 2000 prosper and thrive 
r your administration. 


Human Resources Committee 
SimCity 2000 Planning Commission 
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Human resources can be a two-edged sword. It is estimated that the current 
world population is increasing by over 200,000 people per day. By the year 2000, 
an additional two billion individuals will have joined the global population, the 
equivalent of adding a new urban center of approximately five million every twenty 
days for the rest of the decade. The figures quoted above are taken from GAIA: An 
Atlas of Planet Management. Such unprecedented growth is creating an equally 
unprecedented demand for the world’s resources. Some of the most mind-boggling 
figures are generated by the world’s insatiable appetite for energy. Alvin Toffler, in 
The Third Wave, has compared the consumption of 87 quadrillion BTUs of energy 
in the mid-1950s with the incredible figure of 260 quadrillion BTUs in 1980. In 
SC2K terms, that’s a whole lot of power plants. 

Human resources are at the heart of city planning. Without people, there wouldn't 
be any city to begin with, and a good many administrators would be hard put to justify 
their jobs. Let's take a look at how urban planners model population growth and see 
how the SimCity 2000 model handles population changes. You should get some concrete 
ideas on what to do about population density, crime, and quality of life. 


Of the People: Population Growth Projections 


Most urban planners begin with the changes in population that result from three 
basic components: birth, death, and migration. The birth rate is geared to the 
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number of women of childbearing age. In SimCity 2000, it's reflected in the 
Population Graph, the quality of the hospital (checked by pointing the cursor over 
the hospital, holding down the sHIFTkey and clicking), and the overall health of the x 
population as indicated by the Health Graph. 

The simplest method utilized in studying population trends takes the latest 
census data for a city, and tabulates births and deaths over enough time to establish 
a birth and mortality rate. It then projects an estimated population based on birth 
and mortality and subtracts that estimate from the actual population. The difference 
approximates the migration rate. This method underestimates migration, but it 
does show population patterns very quickly. 

Another method correlates the birth and mortality rates of a larger and more 
general area, like a county or state, with the local population in order to project 
future growth. Again, it does not factor migration closely enough to be more than 
a “quick and dirty" calculation. 

Á useful method where migration is a limited factor is the cohort-survival 
method. In this approach, the population is divided by sex and segregated into 
age-group categories, generating a double bar graph that resembles Figure 4-1 in 
structure. Age-specific birth/mortality rates are applied, and a structure is developed 
that adds new births at the bottom and ages the cohorts upward, enabling planners 
to anticipate age-specific needs in housing, health care‚ schooling, and so on. 

In SimCity 2000, you're usually trying to make a city grow. Each of the 
scenarios demands a growth in population as a condition of success. In your custom 
city, you're literally building from the ground up, so you have to be concerned with 
growth on all fronts for quite some time. Prosperity and growth are linked, although 
they're not identical, and one of the earmarks of a prosperous city is a balanced 
demand for more of everything. An occasional glance at the bar graph in the City 
toolbar’s Demand indicator will help you keep your finger on the pulse of prosperity. 
You'll find it on the toolbar. If the demand for any type of zone dips into the 
negative, something's a little out of whack. 

A well-balanced city generally devotes half its zoned property to housing, with 
industry and commerce splitting the difference. If the bottom drops out of the 
housing market, that means you're losing people, and you won't have much of a 
city without them. Your population is sort of like the canaries that old-time miners 
used to take into the mine shafts with them. If the canaries stayed healthy, all was 
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Figure 4-1. Cohort-survival chart 


well. If the canaries died, there was something wrong with the air, and it was time 
to get out. 

You need to consider two factors that could cause you to lose population: 
migration and death. The death rate is reflected in the Health Graphs life expec- 
tancy index, found among the Population Graphs. Emigration can be discouraged 
by having low taxes, plenty of work, and a high quality of life. 

We're not just talking altruism here. A large, healthy, well-educated work force 
is essential to your city’s prosperity. If you don't hold this truth to be self-evident, 
consider this: the program is correlating all these population statistics into its 
calculations of property values, which affect your tax base, which affects your ability 
to maintain the infrastructure and municipal services that commerce and industry 
require so they can pay their taxes and provide jobs for the citizens who require the 
housing, industry, and commercial services that keep the demand for real estate 
high enough to support the land values that constitute your tax base…. ‘nough said. 

Since your success as Mayor may depend on how large and how effective your 
city is, you'll want to be certain that you're not driving people away or allowing 
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them to die off prematurely. The Sim population isn't just the canary in your mine, 
it's also the goose that lays the golden eggs. 


EN 


The fundamental way SimCity 2000 calculates property values is called the rent/bid 
gradient, an example of which is shown in Figure 4-2. It works on the idea that the 
closer a plot of land is to the center of urban development, the more valuable it is. 
It affects the population because people who live close to where they work and shop 
have lower transportation costs, hence more buying power and leisure time, but 
when the center of town becomes too crowded, living conditions suffer and real 
estate values plummet. 


living in Sim 


For the People: Managing Land Value 
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pl Figure 4-2. The rent/bid gradient 
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Here's an example from the walled city of Strasbourg, France. Between A.D. 
1580 and 1870 there were no expansions of the city’s walls or changes to its layout, 
even though the population tripled during that time. New growth could only take 
place vertically, and the competition for space forced land values upward. High land 
values created overcrowding and miserable living conditions as landlords sought 
to recoup their expenses by putting the squeeze on the hapless population held 
captive within the walls by their need to be close to their jobs. 

Such problems can be avoided in SimCity 2000 by expanding the number of 
residential plots outside the inner city and providing industrial and commercial 
areas near them. 

Put your zoning money into dense residential development. Sims just love 
that condo living. Save the low-density housing for those skinny strips of land on 
hillsides and the odd little plots where there's not enough room for large buildings. 


Construction 


Zoned: Industrial 

hieh-density 
Altitude : 50 feet 

Land Value : $73,000 acre 


Crime : Low 
Pollution : Low 
Powered : Yes 
Watered : Yes 


Calculating the rent/bid gradient for real-world communities isn't as straight- 
forward as it is in SimCity 2000. The SimCity 2000 model posits an isotropomorphic 
transport plane. 

This doesn't mean that the Sims have invented some 21st Century aircraft 
that will get you ecstatically high. It means that distances are measured as though 
the land were completely level and every area had equal access to the city's center. 
The program simply checks for distance from the average geographical center of 
population to determine land value, which determines whether the zone is growing, 
stagnant, or declining. 

In actual cities, distances between an urban center and various pieces of 
property are affected by terrain, transportation, and human perception. 


The availability of transportation, the amount of traffic 
or passenger density, commute time, and commute cost 
determine how easy it is to make the trip. How easy it seems 
is another matter. 

People don’t create mental maps of their areas to scale. 
Instead, they place landmarks on their maps based on their 
perceptions of distance, largely determined by their subjective 
memories of the trip. Sims don't worry much about subjective experience. They 
look for a convenient means of transportation. If they can reach a road, a bus stop, 
or a train or subway station within three tiles of home, they're happy. 

SimCity 2000 gets around all these variables by using the isotropomorphic 
transport plane. CitiSims need jobs, places to shop, and pleasant homes to make 
their lives prosperous and satisfying. SimCity 2000 requires balance among indus- 
trial, commercial, and residential zones in order to maximize the availability of jobs. 
Every month in “game time’ the program evaluates each residential zone according 
to land value, the availability of jobs, and the quality of life, which is measured in 
terms of pollution, crime, parks, and accessibility. An efficient city will keep all of 
these factors in balance. 


Location, Location, and Location: 
Commercial Considerations 


The rent/bid gradient is even steeper for commercial developments than it is for 
residential properties. In SimCity 2000, as in real life, location is a dominant factor 
in determining the viability of a commercial development. The program evaluates 
commercial zones based on a radius of influence. Each com- 
mercial zone is evaluated according to its accessibility to 
customers from nearby residential zones, a hidden variable 
representing an “internal market’ mechanism, and the 
overall balance between commercial, industrial, and resi- 
dential zones. 

Sims like their commercial zones relatively small. 
When you're zoning for light commercial development, 
think superfnarket, restaurant, and gas station. Sprinkle 
small zones of light commercial property around the map 
between the other zones and near public buildings. School 
kids shop at convenience stores; business people like their 
lunches. Householders stop for groceries on the way home from work, and where 
can a cop get a doughnut in this town? 
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Dense commercial zones 
house the banks and office build- 
ings where Sims do business. Put 
your office parks near industrial 
zones and not too far from hous- 
ing. They don’t have to be terribly 
big, but, like the light commercial 
zones, they have to be convenient. 
Big business and industry get 
along very well together, and your average working Sim wants to be able to hit the 
bank on her lunch hour to deposit her paycheck and pick up a little cash. 


Office tower 
Zoned : Commercial 


ed Eten, 
Altutude : 150 feet EEH 
Land Value : $181,000 acre 7% 
Crime : Low HEE 
Pollution : Low HEE 
Powered: Yes id 
Watered : Yes 


Multiplication Is the Name of the Game 


The necessity for balance reflects an economic prin- 
ciple known as the export multiplier effect. A well- 
integrated manufacturing center not only earns 
money by exporting manufactured goods, it also 
thrives on imports. Some of these imports may be raw 
materials or machines that enhance production by 
the main exporting industry. Other imports may en 
enlarge the overall economy by becoming part of a 1 
local support industry. Imported machine parts MACHINE SHop 
might be used by a mechanic to build or repair the 

major manufacturer’s machines. The economy may grow when the local mechanic 
decides to export his machinery or expertise to another city. Then his exports will 
add to the momentum of the local economy’s growth. Still other imports enter the 
wholesale/retail market directly, earning money for the business sector. 

Later, another multiplier kicks in when local firms begin to manufacture 
products that compete with imports. This is the import replacing multiplier effect. It 
says that when an urban center begins to produce those items that it once imported, 
it creates a larger economy by virtue of establishing greater demand. A city that 
once imported textiles may begin to develop its own textile industry. This creates 
an influx of textile workers who purchase clothes made from the fabrics they 
manufacture. The demand created by the new workers may even exceed the amount 
that used to be imported. Other factors, like reduced transportation costs and 
increased supply, slash the basic prices and enter into this growth as well. 

In SimCity 2000, you only need to manage the export multiplier effect. Here 
are a few guidelines for your consideration. It should be your goal to reach 


commercial center status at the earliest possible moment. In SimCity 2000, the 
external/internal market ratio starts out at 3:1 (three times the external market force 
to that of the internal force). As the city’s size increases, that imbalance is reduced 
to 2:1 and then 1:1 before flip-flopping to 1:2, and so forth. In cities in general, the 
multiplier generally gains momentum when the population reaches 200,000. In 
SimCity 2000 the multiplier usually kicks in earlier but it really starts to accelerate 
between 200,000 and 500,000 in total population. 


Balance and Proportion 


In SimCity 2000, the ideal balance between zones is to have 
the sum of commercial and industrial tiles equal the number 
of residential tiles until your city’s population reaches 100,000. 
It is often profitable to have more industrial zones than com- 
mercial zones during the early history of your city and more 
commercial zones than industrial zones when you reach the 
metropolis stage. 

However you choose to proportion your zones, make sure 
that both the captains of industry and the commercial wheeler- 
dealers have a way to get freight in and out of town. Give them 
plenty of room near the seaports and airports, and throw in a 
railroad depot as well. When you query them, SimCity 2000'’s railroads trumpet the 
number of passengers they carry, but as a conscientious mayor, you'll want to take 
advantage of their freight capacity, too. 


SimRail System 
ti 1820 
GE rail enen) 


The program takes commercial and industrial shipping into account when it 
calculates real estate values. Rail is actually a more efficient mover of goods than of 
people. Air serves commercial interests best. Bus lines and subways are great 
people-movers, but you can't take a drill press on the cross town bus. See that 
business and industry have good roads and freeway access. Sims like truckin’, too. 
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Industry on Parade: Industrial Considerations 


The program evaluates industrial zones with far less complex calculations than 
those used for commercial and residential zones, thank goodness. When an indus- 
trial zone is evaluated, the program simply wants to know whether the zone is 
connected to the power grid and whether your Sims can get to work. The zone is 
upgraded or downgraded on those bases, and the result of that function is looped 
back into the calculation for evaluating residential zones, which causes a ripple 
effect through the entire model. 

Although the program's evaluation may be simple, cut those hard-working 
Sims a break and lay out your industrial zones with an eye to their relationship to 
transportation and commerce. They have to move freight, but they also have to 
store it, too. Put some light industrial areas next to seaports and airports and near 
railway depots. Warehousing and storage are major functions of SimCity 2000’s 
light industry, and it's cheaper to zone for light industry than for sea or airports. 
Also, use light-industrial zones as buffers between heavy manufacturing and dense 
commercial zones. With a warehouse district in easy reach of manufacturers, 
shippers, and financiers, businessmen won't have to truck their goods clear across 
town looking for storage. While you're at it, throw in a couple of acres of light 
commercial zoning where a longshoreman can grab a bite and a brew. 


Large factory 
Zoned : Industrial 


hieh-density 
Altitude : 50 feet 
Land Value : $80,000 acre 


rime : Hieh 


Pollution : Hieh 
Powered : Yes 
atered : Yes 


Industrial zones send several positive ripples flowing through the SimCity 
2000 model, but there is a negative effect that should be emphasized. Industrial 
zones contribute to pollution; pollution reduces land value; reduced land value 
leads to migration, and migration reduces population. It is, therefore, a good idea 
to separate the manufacturing areas of your city from the residential areas. 
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By the People: Population Density 


EN Living in Sim 
Just as Adolf Hitler's demand for Lebensraum—room to live—was a portent of World 
War II, high levels of population density tend to signal increases in the crime rate, 
overcrowding, and slum conditions. Many urban planners insist that this does not 
have to be the case, but SimCity 2000 posits a direct relationship between rising 
population density and increasing crime. Nevertheless, it is possible to apply some 


of the lessons taught by these planners to your city and, as a result, reduce the 
potential negative effects of overcrowding. 


Large apartment building 


Zoned : Residential 
f 7 mind 
Alutude : 150 feet 


Land Value : $174,000 acre 


Crime : Low 
Pollution : Low 
Powered : Yes 
atered : Yes 


First of all, many people confuse a concentration of population with over- 
crowding and poverty. As the visionary Le Corbusier observed, concentration does 
not have to equal congestion. He believed that high-density 
apartment buildings and offices would allow room for sur- 
rounding open spaces that would enhance the quality of life. 
This is why SimCity 2000 allows vou to place arcologies— 
large vertical buildings with concentrated populations, self- 
contained, with commercial institutions on site—at a late 
stage in the game. It is not necessarily the density that 
counts, but the quality of life. 

In real life, of course, Le Corbusier is probably correct 
only if open space is guaranteed for public use as compen- 
sation for and as a complement to high-rise buildings. In modern America, though, 
land that should be open space tends to be usurped by other urban demands. 
Housing that can support roughly 400 persons per acre requires a parking structure 
large enough to devour the space that could otherwise be used for gardens, patios, 


92 


The Official 
SimCitv 2000 
Planning 
Commission 
Handbook 


ee E 


and playgrounds. An office building that holds 1200 persons per acre would require 
a parking garage of three or four levels, built on land that might otherwise be a park. 
"The ‘green’ space to which we aspire and which offers much promise," Arthur B. 
Gallion and Simon Eisner observed in The Urban Pattern: City Planning and Design, 
"actually becomes a pavement for the vehicles of transportation.” 


Parking lot 
Zoned: ep 


B. Value: 254,000 ac 
Crime : Lo 


rime : Low 

Pollution : Low 
owered : 

Watered : Yes 


Fortunately, the SimCity 2000 player can be somewhat more successful than most 
urban planners in alternating “green belts” with high concentrations of population. 
You don’t have to build public parking structures. That means you can conserve an 
incredible amount of available forest and shoreline. Since forests and shorelines add to 
land value and higher land value reduces crime, building residential areas next to open 
spaces limits some of the negative effects of high population density. Since planting 
parks also increases land value, an aggressive park building campaign can reduce some 
of the pressures generated in crowded population centers. 

Another way to reduce a rising crime rate is to locate new police departments 
in areas of dense population. While this directly reduces the crime rate, it does 
nothing toward increasing land value or your tax base. In fact, establishing new 
police precincts adds to your city’s expenses rather than to its income. It does boost 
the doughnut industry, though. 

Alert SimCity 2000 players have noticed that “redevelopment” doesn’t always 
work. When land value drops significantly in one of a city’s zones, the buildings in 
that zone begin to show decay. The straightforward conclusion is that the buildings 
simply need to be demolished so that new buildings can be constructed. It's not 
that simple. 


Abandoned building 


Zoned : Industrial 
high-density 
Altitude : 50 feet 
Land Value : $45,000 acre 


rime : None 
Kamen Del 
wered 
atered : 


When buildings start to decay in SimCity 2000, it has nothing to do with the 
buildings. It is a result of the land value itself. You must solve inner-city decay by 
working on the surrounding problems. You must reduce pollution, crime, popula- 
tion density, traffic, and economic stagnation if you wish to revive these zones. As 
in real life, government-subsidized housing will not accomplish much if the root 
cause of an area's problem is, for example, unemployment. On the other hand, 
blowing up derelict buildings is a cheap thrill, and it may actually give a quick boost 
to a sluggish, but basically sound neighborhood economy. 


Pop! Go the People: Important Galculations 


Now it's time to see how the calculations concerning 
population fit together with the changes in your city. 
While you're up there, as busy as a bee, hovering over 
your city making changes and improvements, the com- 
puter is maybe even busier behind the scenes calculating 
the effects of your actions and responding to them. Some 
of the results of its work are immediately visible as the 
animation in the city window. Other information takes 
a little more time to reach you. 

First, every zone on the map is periodically updated as the program scans the 
information that determines the status of the city. Then, several separate data arrays 
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Fhe Official _ âre calculated independently, even though they are all affected by each other. 
SimCity 2000 __ Results filter through these arrays with a ripple effect that cannot be precisely 
ca Ee | predicted. That’s why you rarely get exactly the same experience twice in your city. 

Handbook _ Try starting a civy. Get it off to a good start and save it as SAVE 1. Open your saved 

Ee city, but don’t do anything to it. Just let it run for a year or so in Cheetah mode. 
Save it under a different name: SAVE 2. Reopen SAVE 1 and run it again the same 
way. Save it as SAVE 3. Compare. Chances are, you'll be able to detect minor 
differences in SAVE 2 and SAVE 3, even though they ought to be identical. That's 
how complex the calculations are. 

The computer is using a lot of variables to generate a whole spectrum of 
information. It factors in the quality of schools, police protection, the effect of 
economic ordinances, and more. The program uses these calculations to update the 
maps and the graphs for you and to generate the latest issue of the newspaper. As 
you take in all this information, you make more changes, which generate new data 
for the program to absorb, and the merry game circles on. With everything going 
around and coming around the way it does, it's a good thing that there’s a function 
that serves as a sort of marker for the starting/ending point in the cycle. That's land 
value. 


Take a minute to open up the Graph window and get a 
look at some of the data that go into the land value calculations. 
There are census data. City Size gives the total population, 
while Residents are your city’s stay-at-homes. Industry and 
Commerce show how many people are employed by each 
sector of the economy, and Unemployment shows unemploy- 
ment, of course. Health and Education reflect the well-being of 
the population. The education level of your citizens influences 
the sort of businesses you can attract. Health affects folks’ need 
for services, and their ability to work. 

Other graphs indicate conditions in your city. Traffic tells you the level of 
congestion on surface roads. Pollution summarizes air, water, and noise conditions. 
Value shows the median price of homes. Crime is crime, and it's not a rose. Power 
and Water readings let you know your remaining capacity for pumping and 
powering up. The GNP, the Nat’l Pop, and the Fed let you—and the program— com- 
pare your city with the rest of the Sim Nation. You'd think that keeping up with 
these calculations would keep the program too busy to bother with much else, but 
it's using all these figures to derive the land value of each chunk of real estate in 
your city. 

All the wonderful things you're doing to keep your city attractive and | 
prosperous boil down to land value. Money. Filthy lucre. How crass. No wonder the [ 
Sims boo every time the tax assessor shows his smiling face. And that bond guy, 
with his cheerful suggestions that you take advantage of low interest rates to float 


a new bond issue. No sooner do you issue the bond than he’s back complaining 
that the interest payments are killing you. Those guys make the Go Directly To Jail 
cop in Monopoly look like your good buddy. In Monopoly, you know a player’s in 
trouble when he or she has to start selling off houses and hotels and mortgaging 
the Boardwalk. It's the same story in SC2K. If you've got to go into hock for it, you 
probably can't afford it. There's just not much you can do in life without managing 
money, and Sim City 2000 is no exception. 

Pay attention to the fact that there is a spiral effect in which higher crime and 
higher population density equals lower land value, and lower land value can cause 
further ripples through your city’s economy. It may be cold, it may be arbitrary, but 
it's your pocketbook that counts. Keep your bottom line up, and you may not 
experience that dizzying spiral down. Your Sims will love you for it. We hope. 
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Who Are These People Anyway? 


To: Office of the Mayor 


From: Personnel Dept. 


There are real people living in the world where Sim mayors run SimCities filled 
with Sim people. They don’t live in the walls like bugs and vermin; instead they 
inhabit the spaces between the computer code and video pixels which make up the 
Sim universe. Sim cyberspace, if you will. 

The commissioners and department heads who appear when you query the 
various departments in the city budget screen were once warm three dimensional 
flesh-and-blood people—much like most of us. They may still be. Unless they've 
succumbed to the temptations of world-wide fame, or higher office, of course. 

Trust us on this one. People are always calling Maxis asking who the budget 
people are in the real world. All but one are former or present employees of Maxis, 
which makes one suspect that a smidgen of nepotism may have gone into their 
appointments. Here's who they are: 


| F kiLet's raise taxes to 
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Bob Derber is the Tax Collector. You will hear “boos” when the Tax Collector 
appears on screen. While this may be considered an editorial comment on taxes in 
general, understand that Bob is also Maxis’ company attorney. This may be the first 
appearance in history of a Sim lawyer joke. 


A neighborhood watch 
program would take a 
bite out of crime. 


The mayor’'s Human Resources Commissioner (she's the Ordinances person) 
is Holly Schaffer. She's a former human resources employee at Maxis, although just 
what constitutes a “human resource” is still unclear to many people. 

Rumor has it that Holly is now attempting to follow up this success in SC2K 
with a starring role alongside of Elvis in a major Hollywood or TV film. Her classic 
rendition of "1 have no advice at this time" is being referred to by people in the 
know as the “Honey, I’m home!" for the millennium. 


{These outstanding 
bonds are Killing us. 


Raise taxes to pay 
them off. 


The Finance Commissioner (Bonds) is FE Paul Grayson. Paul is the head of 
Micrografx, a software graphx company. He also is the person behind the computer 
industry's annual Chili Cook-Off, which raises money for the National Center for 
Missing and Exploited Children. The story goes that Paul won a the opportunity to 
appear in a Maxis product by being the highest bidder for the honor at a charity 
auction. This is what the prize turned out to be. We hope he’s enjoying it. 


The Police Commissioner’s name is Carter Lipscomb, the technical support manager 
for Maxis. People there swear that his personality is nothing like the stern, conservative 
image he projects on the screen. The same thing was said about Vlad the [mpaler. 


N 


EMS Our fire coverage is 
mf rj excellent. 


The Fire Commissioner is Alan Barton. Alan is the supervisor of the Quality 
Assurance department at Maxis. It's called Q&A in the trade. As in—ask ‘em a 
Question, and they’]l give you an Answer. Or else. 


Hospital services are 
trim, efficient and 


responsive. 


The Health and Welfare Commissioner is Tari Kobylanski. Tari’s first name is 
pronounced ‘Terry’ and her surname is pronounced with respect. That's because 
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she’s an MIS technician at Maxis—one of the folks involved in the management of 
information systems (MIS) at the company. In other words, she keeps the computer 
network working. Such folks are always spoken to with respect. Or else. 

Only a true cynic would say that Tari got her job in SC2K because whenever 
any MIS person anywhere is asked to explain why someone's computer is not acting 
the way it's supposed to, and what can be done to make things right, the reply is "I 
have no advice at this time.” 


Educational services 
are adequate to our 


city's need. 


The Commissioner of Education in Tony Rumph. Tony's the MIS manager at 
Maxis and Tari’s boss. His name is spoken with even greater respect. 


We have too many 
roads. Remove some 


to save on 
maintenance. 


The Transit Authority Commissioner’s name is David Caggiano. He's a graph- 
ics artist. Like all artists, he has little future in politics. 


Chapter 5 


laying in lraffic 
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To: The Office 
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Yer Honor: 


K, Boss, here's the scoop on the traffic situation. Read it and weep. Come 
Jown here any time and we'll give you the grand tour. Got a hard-hat right here 
ith your name on it. Look forward to seeing you soon. 

Recipe for Traffic Jam: 

To: 143 million automobiles 


Add: 45 million trucks, buses, and other vehicles 


Season liberally with traffic lights and road signs 
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Fhe Official > Spread over 8 million miles of paved road 
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Planning > _Marinate in smog several hours 
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Handbook > Simmer in medium-hot sun until radiators boil and tempers sizzle 
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Traffic expands to fill the number of lanes available. Although this axiom is an 
oversimplification, it has been the lament of nearly every city planner at one time or 
another. This is a good time to examine some of the realities behind traffic patterns in 
the United States in order to understand the traffic model in SimCity 2000. You can 
also explore the wider world of air freight and a life on the ocean waves. 

There’s a statistical basis for the notion that traffic expands to fill the number 
of lanes allotted—paved lanes, that is. Figure 5-1 shows a chart compiled by Nebojsa 
Nakicenovic in U.S. Transport Infrastructures. Nakicenovic notes that aggregate road 
mileage has not changed significantly in this century, increasing by only about a 
quarter of a million total miles. 

A more significant factor has been the replacement of unpaved roads with 
paved roads. This phenomenon made it more reasonable for citizens of the U.S. to 
purchase motor vehicles and inflated the number of automobiles compared to the 
number of horse-powered vehicles (see Figure 5-2). 

There were less than 80,000 motorcars in use in 1905, when only 8 percent of 
all roads were surfaced. About 3.3 million horses were in use strictly for transpor- 
tation. By 1920, when there were approximately 500,000 miles of paved road, there 
were more than 2 million cars in use and nearly the same number of horses. 

In the early 1930s, it was widely believed that the number of automobiles in 
the U.S. had reached the saturation point. However, massive public works programs 
for highway construction, implemented late in that decade to combat the effects 
of the Great Depression, sent automobile ownership soaring. At the present time, 
Nakicenovic anticipates that the number of automobiles owned and operated in 
the United States will reach its saturation point by approximately A.D. 2040. 

In the U.S. there are currently around 143 million automobiles. Add in buses, 
trucks, and other motor vehicles, and that rises to over 188 million vehicles, using over 


103 


Playing in 
Traffic 
0.99 


10! 0.90 —_ 
bd 
Da 
x 
= BROS 
Saef 0.50 5 
0.30 TE 
101 0.10 


102 ME 0.01 
1900 1910 1920 1930 1949 1950 1960 1970 1980 1990 2000 


Year 


@ “, 


Figure 5-1. Relationship between surfaced roads and growth in number of motor 
vehicles in the U.S. (dashed line represents vehicles, solid line 
represents mileage of surfaced roads) 
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Figure 5-2. Comparison of transportation animals versus motor vehicles (note 
the flattening of the growth trend in the early 19305) 
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8 million miles of paved highway lanes, according to Highway Statistics 1991, put out 
by the U.S. Department of Transportation’s Federal Highway Administration. 

If all of the registered vehicles took to the roads at the same time, we'd see a 
nation-wide traffic jam that would make a Los Angeles freeway look like an open 
road in the desert. 

In order to determine the congestion levels on urban highways, city planners 
use the V/SF formula, where the Volume of actual traffic, measured by the HPMS 
(Highway Performance Monitoring System), is divided by Service Flow, the maxi- 
mum capacity as determined by the HPMS. Figure 5-2 shows the increasing 
congestion levels in the U.S. 


Give My Regards To Broad Ways 


The first thing we have to digest is what urban planners and traffic administrators 
learned a long time ago. The answer to traffic congestion isn't to widen existing 
streets or build new highways. All of this major construction just invites even more 
traffic onto the expanded street network. 

There’s an economic irony to the fact that the more you build for expanded 
traffic, the more traffic will exceed your expectations and capacity. Every motor 
vehicle on the road requires at least 4,000 square feet of real estate combined with 
support structures. 

Gallion and Eisner, in their book The Urban Pattern: City Planning and Design, 
have estimated that it costs in excess of $5000 per year in land rent to use one car. 
This land rent is exacted through consumer prices, which cover the overhead for 
parking spaces in shopping centers, professional offices, and recreational facilities, 
and through higher mortgage and rent payments for garages and parking lots in 
residential zones. 

The sad reality of this economic catch-22 was noted by Harrison Salisbury, a 
New York Times reporter quoted extensively in Jane Jacobs’ The Death and Life of 
Great American Cities. Salisbury states that "as more and more space is allotted to 
the automobile, the goose that lays the golden eggs is stran- 
gled." He observes that each widened street and new road 
takes more land off the tax rolls and costs the government in 
upkeep, law enforcement, and emergency services. 

SimCity 2000 will teach you this lesson very quickly. 
One solution to traffic problems that inexperienced players 
choose is building additional roads. As in real life, this doesn't 
work. Try it and you'll end up with considerably more traffic 
density, and the cost of maintaining new roads will immedi- 
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ately be added to the Transportation budget for next year. You won't solve the 
problem and you'll end up with more expenses. 

In the original SimCity, many mayors tried to increase the number of traffic 
lanes by laying new roadbeds parallel to existing roads. This increased pollution 
and expenses without reducing traffic. SimCity 2000 allows you to build freeways 
that truly do reroute some traffic away from congested areas. Unfortunately, 
freeways add to pollution and maintenance expenses. In densely populated cities, 
you may have to demolish some existing revenue bases in order to build a freeway. 
Meanwhile, traffic will be expanding and expanding and expanding … 


The Phantom of the Opera 


One important traffic engineering lesson can be learned from the redevelopment 
of Paris beginning in 1853, when Baron Georges-Eugene Haussmann was selected 
by Napoleon III to administer and organize a plan to completely renew and 
revitalize the center of Paris. For 17 years, Baron Haussmann was given a free hand 
to develop and implement a plan in which his conceptions of order, convenience, 
variety, and grandeur could be realized, regardless of expense. The mastermind of 
the enormous boulevards shown in Figure 5-3, and of such monumental public 
works as the famous Opera of Paris and Les Halles, the central marketplace until 
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Figure 5-3. Haussmann’s redevelopment of Paris (note that the shaded roads 
represent those that Haussmann straightened) 
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the late 1960s, Haussmann has been both eulogized as a man of vision and 
denounced as a ruthless instrument of his emperor. 

Even though some of his strategies don’t help with modern traffic problems, 
certain of his concepts are still important. Although widening streets doesn't ease 
traffic congestion, Haussmann'’s wide boulevards accomplish three tasks. 

First, they permit troops and artillery to move easily through the city in order 
to quell public insurrections. Second, cutting large avenues through the foul and 
congested labyrinths of the inner city improves sanitation by making light and fresh 
air more accessible to apartments and narrow courts. Third, and most important 
for modern planners, they remove bottlenecks and provide for more efficient 
circulation of traffic, a process known as Haussmannization. 

Centuries before Baron Haussmann, King Ferrante of Naples offered another 
rationale for widening streets and removing bottlenecks. In 1475, the King 
suggested that narrow streets, crooked streets, and dark alleyways were a danger 
to the state because they encouraged crime. For the SimCity 2000 mayor, 
removing bottlenecks, tight curves, and useless dead ends is an important part of 
traffic management. 

Le Corbusier was tremendously influenced by Haussmann's straightening of 
the Parisian boulevards. In The City of To-Morrow and its Planning, he writes: "The 
circulation of traffic demands the straight line; it is the proper thing for the heart 
of a city.” He goes on to observe that curves have a tendency to impede the 
circulation of traffic and recounts an anecdote about an automobile ride with a 
representative of a German Chamber of Commerce. Noting that the businessman 
slowed down when he came to winding sections of road and accelerated as he came 
to straight sections, Le Corbusier insisted that it is essential that automobiles be 
allowed to travel as directly as possible. 


Uncorking Bottlenecks 


In SimCity 2000 there is a useful appli- 
cation of Haussmannization. Just as 
curves, bridges, and intersections tend 
to slow traffic in reality, so do curves, 
bridges, and intersections in SimCity 
2000. Anywhere a sharp curve can be 
avoided, particularly on bridge and 
highway approaches, you should 
straighten, straighten, straighten. Don’t worry about the pedestrians who have to 
cross those streets. Sims are very careful. They never jaywalk—not even the children. 

One way to make straight roads through hilly terrain is tunnelling. It’s 
expensive, but, as you search for a place to run the tunnel, you'll have some help 


from the SimCity engineers. They're very shy. You'll never see their faces or get to 
shake their hands, which are probably pretty dirty anyway from all the digging 
around they do. Their reports will pop up in the city window, telling you the 
feasibility of the proposed site and giving you cost estimates for the project. 

Once you choose a site, you're committed to the whole tunnel. The engineers 
will drive it through in a flash, straight and level. They're the only ones who know 
where it's going to emerge, though. They never bother to put that in their reports, 
so you’ll have to zoom around to the other side of the hill and hunt for the mouth 
of your brand new tunnel. Expect to be surprised. Tunnels 
are a little like bridges that way. If you're aiming for effi- 
ciency, don't run a road up to where you want the tunnel 
to come out. Wait until you see where it went. 

Some may argue that straightening streets and high- 
ways to improve efficiency is an aesthetically bankrupt 
process that causes entire communities to be locked into a 
faceless gridiron pattern. For a time, planners went to 
curvilinear designs in order to give communities more 
personality, but it is ironic that these attempts, according 
to Gallion and Eisner, tended to devolve into "curved grids.” 

You'll find that there's no advantage to using unnecessary decorative curves 
in SimCity 2000. If you want to duplicate historical cities, you can use diagonals to 
simulate their winding streets, as you can see in Figure 5-4. Wherever two roads 
intersect at right angles without crossing each other, the program “paves over” half 
of the tile on which they meet. That tile looks like two triangles joined along its 
diagonally opposite corners. One triangle looks paved, the other blank, but when 
it comes to zoning, planting trees, or taking power lines across the road, the whole 
tile is treated as if it were paved. 

Curved roads and diagonals look kind of neat, especially on hills where the 
road has to snake around to rise from level to level, but they can be as treacherous 
for planners as they are for traffic. You can't run power lines across a diagonal stretch 
of road, so getting electricity to some zones can be difficult. You can't lay out power 
lines along a diagonal the way you can roads, so the power lines wind up zigzagging 
all over the place. The Sims don’t mind—that’s more free hook-ups for them, but 
it can eat up money that might have gone to schools or parks instead. 


The SimGity 2000 School of Traffic Calculations 


According to Gallion and Eisner, planners figure that an average city street with 
intersections placed at normal distances from each other allows roughly 700 to 800 
passenger cars per lane to pass a given point in an hour. The same street will 
accommodate around 180 buses per lane per hour. 
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ä Figure 5-4. Winding roads look good, but using them poses problems 


Because studies have shown that the average passenger car carries 1.5 persons, 
but a bus carries anywhere from 42 to 60 persons (82 for double-deckers), the same 
street can handle passenger traf- 
fic from a low of 1200 people per 
hour (passenger cars only) to a 

be „stations, if high of 7200 people (buses only). 

136 When you consider that a 

typical freeway can carry 1500 

private automobiles in the same 

eme | hour (2500 passengers), but a rail 

line using the same right of way 

can carry 27,000 passengers in 

the same hour, you'll understand why some metropolitan areas have gone to bus 

lanes, high occupancy vehicle (HOV or car pool) lanes, and mass transit. Mass 

transit works well in SimCity 2000, too. Sims really appreciate a good bus system 

or an interlocking system of subway, bus, and rail. Put in bus stations within a block 
of train depots, and the Sims will be happy to park and ride. 

In order to determine the most efficient transportation network for a given 
area, planners need to have some idea of the number of trips from a given zone to 
a given zone. In his article "Transport," in Encyclopedia of Urban Planning, David 
Briggs discusses how, at one time, door-to-door surveys were conducted in various 


SimBus System 


RE day, 
IT bus system) 


housing developments to determine the trip patterns between given zones i and j 
(tij). Then, future needs were forecast by multiplying an expected growth factor E 
times tij to get the total number of future trips, Tij. Unfortunately, the values used 
to derive E often turned out to be too arbitrary to be of much use, so a more involved 
calculation was devised. It looked like this: 


Tij= AiBijOiDijf(dij) 


But it wasn't a very good predictor either. 

Even more complex formulae are available (Oh no!) that are intended to 
determine the traffic distribution of an area, but none of them accomplish much 
without consideration of land use zones, according to Briggs. 

Transportation planning requires careful integration with plans for land use 
zones. In SimCity 2000, there is a basic formula for each type of zone. One formula 
models the morning commute and the typical shopping trip. A residential zone is 
the origin zone, while nearby commercial or industrial zones are the destinations. 
In another formula, a commercial zone is the origin zone, while residential and 
industrial zones are the destinations. The formula covers deliveries and last-minute 
stops at the store. A third formula, representing the commute home, has industrial 
zones as the points of origin while residential zones are the destinations. In each of 
the formula, the trip range is modified by traffic density, which affects trip duration. 


Out of Town on a Rail 


It is foolish to think that creating a roadless city, substituting rails for every block 
of pavement, is a viable means of solving traffic problems. For one thing, it's 
improbable that you'd get a solid start on your city by building it from the ground 
up as a roadless city. Particularly when playing at the difficult level in SimCity 2000, 
you wouldn't have the funds to maintain such a system even if you could build it. 
For another, think about what Jacobs notes in The Death and Life of Great Arnerican 
Cities: that horses caused just as much congestion as cars. They were noisy too and, 
as for pollution, well, there was a time when the automobile was considered the 
sovereign cure for the horse-patty problem. Jacobs also says that “people who have 
experienced an Amsterdam or New Delhi rush hour report that bicycles in massive 
numbers become an appalling mixture with pedestrians.”" 

The addition of the depot and station requirement in SimCity 2000 also makes 
it more difficult to build a roadless city than it was in the original SimCity. Since 
passengers can board and detrain only at stations, you have to determine the best 
spots to put subway stops and train depots. Sims won't walk more than three tiles 
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SimCity 2000 they are or where they want to be, then forget it. They’ll skip the trip. 

en SEE Stations attract more passengers where there is heavy population and traffic 
CMMISSIOn . e 
Handbook density. You need a functioning city before you can create a viable rail or subway 


line. One way to initiate rail lines and subways is to wait until a small city is j 
functioning fairly well and then pull down the Map in the Window menu. Click 

on the Road icon, the second from the top, and select the Traffic Density map. Take 

a look at Figure 5-5 for an example. Look for areas where the traffic pattern is 

heaviest. Such an area is an ideal point for a rail depot or subway station. Of course, 

you'll have to blow up any buildings that stand in the way of progress. 

The advantages of railways are two-fold. Pollution declines and traffic flow 
improves. You get a considerably bigger bang for the transport buck, which helps 
offset the loss of revenue the city suffers in dropping the rail line’s right of way from 
the tax rolls. 

Even though a subway in SimCity 2000 is really a type of railroad—one that 
has gone underground—a subway system gives you an additional advantage. Not 
only does a subway make for less pollution and more efficient traffic flow, it takes 
up surface space only for station entrances and exits. You have more ground to 
exploit for residential, commercial, and industrial development, which increases 
your tax base. 
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ä Figure 5-5. Use the Traffic Density map to select station sites 


Laying in a subway line will give you more respect for moles, too. Maybe it's 
not the darkness underground that accounts for their poor vision. Maybe they 
ruined their eyesight trying to navigate across town a consistent fifty feet below the 
surface, up and down the hills, dodging water pipes all the way. When you install 
a subway line, watch out for the water mains. You may have to move the civic mains 
to avoid conflict with the subway. Subways don’t interfere with the pipes the Sims 
install to service their buildings, but you'll need to reroute some of the municipal 
mains around the subway line. Thank goodness that bulldozer is somewhat discreet 
when it's working underground. You can demolish the interfering pipes without 
blowing up your whole water system or damaging the subway tubes. 

If you really like life underground, or if you forgot to leave room for surface rail 
when you started your city, you can take the railroad underground with a subway-rail 
link. Passengers can't get on and off at a link, so there will have to be a depot nearby, 
but it will allow you to run rail without dynamiting your dream town. It's another 
incentive to develop a wealthy community. Like a lot of neat ideas, it costs big bucks, 
but it reduces air pollution and preserves the look of your city. 


Satellite Development: Another Solution 


Another way to improve traffic flow is to develop outside your civic center. Since 
the traffic model bases its figures on the zones where Sims need to go, it only makes 
sense to reduce their need to go to the urban center by creating new industrial and 
commercial centers outside of town. This will also reduce some of the polluting 
effects of the inner city by “sharing” these ill winds with the suburbs. Satellite 
development should reduce some of the demand on the city center. 

You can also take pressure off of the inner city by running your railway right 
out of town, and your roads and freeways too. For a fee you can link up with your 
neighbor’s transportation system, which benefits industry and commerce, carrying 
freight, tourists, and commuters. The rights-of-way themselves become magnets for 
development. Sure, the head of your transportation department will gripe about 
the maintenance budget, and the project may cost you some bucks, but if you make 
your move when the city can afford the initial cost and can carry the maintenance 
expense for a time, you!ll find it opens up new vistas for development. 


Takin’ the Easy Way Out 


There may be no place like home, but SimCity 2000 offers opportunities to widen 
your horizons as well. It's a challenge to create a self-sustaining community, but 
after a while, the Sims aren’t going to be content living in a one-horse town. 
Commercial interests will demand an airport. 
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Industrialists will want to see container ships and tankers docking at their 
doors. Eventually you'll need to send some of your long-distance traffic out to sea 
or up in the air. 

There are trade-offs, of course. Seaports add to pollution. Airports are accident- 
prone. They're both expensive to zone in. You may have to go in hock to afford 
them. No matter what your bond advisor says about floating a loan for city 
expansion, issuing bonds is as risky as skydiving without a parachute. Both types 
of ports require roads, water, and electricity. They put an added strain on public 
services like police and fire, and airports keep Sim medics busy tending to plane 
crash victims. 

On the other hand, port facilities can give a real shot in the arm to the local 
economy. Airports, because they're relatively large and usually located past the edge 
of town, tend to determine the direction in which a city will grow. How else are 
you going to justify to your transportation czar all those miles of road? 

With so much at stake, it's wise to choose your sites very carefully. Ships can 
navigate in 50 feet of water, but the Sims won't build piers for them to dock at unless 
the water is 100 feet deep within two tile-spaces of the shore. 

Query the water close to your prospective port, or switch to the under- 
ground view to make sure the water’s deep enough for a good port. Since a 
lot of the seaport is devoted to warehouse space, it pays to keep the seaport 
small and put bands of 
cheaper light-industry zon- 
ing next to it. Sim shippers 
can rent warehouses in the 
industrial zone. 

Airports should start small 
too, but there’s a limit to how 
low you can go. Sims need a strip 
five tiles long to build a runway 
on, and room for hangars, control tower, and parking lots besides. Zone in a 
rectangle 6x4 tiles square for the smallest possible airport. Make it larger if you can 
afford it, or leave plenty of room nearby for later expansion. Don’t let development 
crowd in too close to the airport unless you get a kick out of 
catastrophes. Planes crashes get boring after a while. 


Reduce Redundancy 
Finally, note that the addition of rail lines or subway systems 


may make some of your surface streets redundant. You can 
demolish these relics once the rail lines or subway systems 


have taken hold. They're a drain on your budget and take 
up valuable space that could be transformed into tax-pro- 
ducing property. 
Just be careful not to call in the bulldozer too soon. 

Remember, passengers can only get on and off trains at 
stations, and they may want to take a bus home from the 
station when they've got their gro- 
ceries and their little Sims in tow. 

And keep in mind that when the next disaster strikes, they 

may need those roads to flee for their lives. 


Hardening of the Arteries 


Traffic is like your body's life-blood. You can't live without 

it because that would halt the flow of critical resources like the work force, food, 
supplies, and services through the body politic. In this chapter, you should have 
learned not to build roads and rails that you don't need. Not only does traffic expand 
to fill the lanes available, each road takes away from the potential profitability of 
the land. You should also have observed the necessity of removing bottlenecks in 
order to reduce trip length and discovered some of the principles underlying the 
traffic algorithms used in SimCity 2000. The management of urban traffic requires 
carefully integrated planning, taking into consideration the transportation network 
itself and the zones it connects, to create a smoothly functioning environment. 
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Sightseeing Around Our Town 


To: The Office of the Mayor 
From: SimCity Planning Commission 


Tourism Committee 


Yer Honor: 


On behalf of the entire SimCity Planning Commission, we would like to 
congratulate you on the outstandingly fine job you have been doing since taking 
office recently. The city’s growth rate continues strong, and both business and 
industry are thriving. The success of your parks and recreation program has helped 
our citizens achieve healthier and happier lives. It has also brought a significant 
amount of tourist money into the city treasury. 

In preparation for this year's tourist season, we have prepared a little 
booklet showing off some of SC2K’s unique sights. We are enclosing with it a 
special half-price coupon on the purchase of the Official SC2K Disposable 
Camera. If more than 20 percent of our visitors cash in this offer, then we should 
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clear enough extra revenue to hold the Christmas meeting of the committe on a 
warm island in the Pacific. 

You, of course, are invited. 

Here’s a sampling of a few of the places we're including. They all can be found 
by querying your Official SC2K screen map. 


Theatre Square 


Theatre Square 
Zoned : Commercial, 


Alutude : 15 
Land Value: 


rime : 
Pollution : L 
Powered 
atered : Yes 


Theatre Square is quickly becoming known as the premiere chain of upscale 
mini malls in the world. The one here in SC2K represents the second Theatre Square 
built, and it is the Sim world headquarters of Maxis, creators and purveyors of fine 
computer software for the entire family. For their contributions to SC2K, we have 
granted Maxis a special variance to our strict Height Limitation for Advertising 
ordinance. 

Their marquee might be a bit on the gargantuan side, but without them we'd 
be nowhere. 


Cassidy’s Toy Store 


Cassidy's Toy Store 
Zoned : epe 


tieh. -density 
Alutude : ee 
Land Value : $133 ooo acre 
sg bas 
Pollution : Low 
Powered : Yes 
Watered : Yes 


Cassidy’s is a local chain of toy stores as look-alike as the Burger Things 
eateries. They are all comprised of two buildings; a smaller one for the little ones, 
a taller one next door for their parents. 

Although the chain is widely popular here in SC2K, plans to franchise it are 
on hold until designers can create a less anonymous facade for the stores. There are 
a lot of them around SC2K, but you have to look hard to find them 

The Cassidy’s Toy Store chain is named after Will Wright's daughter 
Cassidy. Originally, the name was to be Wright's Toy Store, but that was 
obviously a wrong choice. 


SIM Copter One 


The only traffic helicopter in SC2K, SIM Copter One, is always taking off from 
the municipal airport (or the copter pad atop KSIM world headquarters) in order to 
report on the current road conditions directly below it. Unfortunately, the only 
traffic report it ever gives is its signature sign-off: 


"SIM Copter One reporting heavy traffic!” 


Since this monotonous report soon becomes a tad annoying, some Sim mayors 
(Yer Honor excluded, of course) have been known to center the crosshairs of their 
Centering Tool on it and shoot SIM Copter down by clicking their mouse button. 
Then the pilot is often heard reporting that he has been shot and is going down: 


“Tm hit! Mayday! Mayday!" 
While the crash has been known to start fires in some areas, SIM Copter One 


always pops back into the sky and keeps on reporting as if nothing ever happened. 
This helps uphold SC2K's reputation as a non-violent game. 
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KSIM Corporate HQ 


Corporate headquarters | 
Zoned : Commercial. 


Pollution : L 
Powered 
Watered : Yes 


KSIM is the flagship radio and television station for KSIM Communications. 
Among their other broadcast properties are Whale of Fortune, a sitcom starring 
Moby Dick, and the FAX Network for workaholics. 

You can see the landing pad for SIM Copter One on its roof. 


SC2K Drive-In Theater 


Drive-in theater 
Zoned : Commercial 


4shg, density 
Altitude : 
Land een MEA 000 ac 
Crime : Low 
Pollution : Low 
owered : Yes 
Watered : Yes 


Quite rare now in the real-world, the drive-in is a not uncommon form of 
entertainment in SC2K. The evening we dropped by for the photo shoot, a pair of 
science fiction movies about 6-legged monsters attacking the world were playing. 
They were: Simm Them and Antie Maim. 


Sailboats 


First Light (capt.J.Scirica) 


Altitude : 50 feet 


Crime : None 
Pollution : None 


Thanks to the popularity of marinas along the Simsquehanna River, sailboats 
have become a common and colorful sight in its waters. Thanks to years of 
substantial campaign contributions, the sailboat franchise is controlled by one 
man— Capt. J. Scirica. Joe is a highly dull and conservative man by nature, but the 
love of boats and water inspired him to name his sailboat “The First Light.” In fact 
he named all his sailboats "The First Light.” 


Captain Joe's day job is being a vice president at Maxis, a fact that he never 
advertises while sailing. 
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For the sake of human interest (and our re-election campaign fund), we've 
also enclosed a picture of the skipper himself. 


Chapter 6 


ving Clean 


From: SimCity Cit? 
NCT be 
Sanitatic in Fear 20 


(A Non-Profit Corporation. 


nclosed please find our position paper on environmental pollution, pre- 
by our loyal all-volunteer staff. We hope you find its information useful in 
formulation of public policy. 


President, SCUSSY 2000 
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& The Pollution Solution: A New Study 


Earth, air, water, and fire. Throughout the world, from time immemorial, people 
have regarded these as the basic elements, the building blocks of the physical 
universe. Conservation-minded consumers of Rain Forest Crunch will be happy to 
hear that the Chinese number wood among the elements as well. 

Modern scientists have refined the definition of an element to its atomic-level 
essentials. The term is now reserved for those irreducible molecules of matter 
enshrined in the periodic table of the elements. 

Pollution is a phenomenon in which our reverence for the ancient mystic 
elements clashes head on with a fear that we're misusing the periodic table 
elements. It's of great concern to folks throughout the world today. Nobody wants 
selenium in the drinking water. Nobody wants carbon monoxide in the air. Just 
about everyone agrees that saving the earth would be a good thing. 

In SimCity 2000, three different forms of pollution go into the calculation of 
a single pollution level for your city. Bad air, foul water, and noise are associated 
with industry, traffic, and some types of power plant. If there’s a nuclear fission 
plant in your power grid, you're also eligible for a rare but usually terminal 
disaster involving nuclear radiation. You'll have to juggle the trade-offs between 
jobs and pollution, legal ordinances and economic prosperity, and balance the 
demand for cheap, reliable power against 
risksto theenvironment. 

In other respects, you're lucky. SimCity 
2000 doesn't require you to deal with agricul- 
tural problems like soil erosion. You won't 
have to save the rain forests. You'll never have 
to preside over a ribbon-cutting at the new 
dump. The Sims must do a lot of recycling on 
the side, because there's yet to be a landfill 
problem reported in SimCity 2000. 

Air and water pollution spread a wide enough pall, however, to encompass a 
whole lot of related problems. In a city with a sea view, there’s a good chance that 
there's some marine contamination seeping out to sea. As water combines with 
pollutants in the air, acid can be formed. 

In certain parts of Pennsylvania during the 1980s, the acid content of rain 
reached a level more than 1,000 times greater than the amount found in natural 
rain. In Philadelphia itself, by the mid-1960s, many a handsome red sandstone 
building had turned black from the chemical reaction of the stone with acid rain. 


More than 80 percent of the diseases that affect the Third World are transmit- 
ted by impure water. The ground water being pumped from the lakes and wells of 
your city may be contaminated, too. 


Don’t Go Near the Water 


Water problems in SimCity 2000 are insidious and invisible, just as they are any 
place else. If you started your city in the early 1900s, water quality probably never 
entered your mind. The first hint that there could be a problem will have showed 
up in the newspaper in 1935, when water treatment plants became available. If your 
city has survived past 1990, desalination plants have appeared in your tool bar 
under the Water icon. 


Desalinization 


Ryoeiae 20% gf gerech 


ployees de ! 


A quick glance below the surface of your city will show you a simple grid of 
water pipes. Don’t let this straightforward display fool you. You're looking at sewer 
lines as well as water mains. To be sure that Sim sewage is getting treated and that 
your water system isn't raising overall pollution levels, it's important to install a 
water treatment plant or two to transform that filthy filth into clean filth. 


Water Treatment 


Capacity : 5,000 cubic feet/minute 
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You can also lower the risk of water pollution by keeping development away 
from the water’s edge. Leaving some open space down by the riverside or along the 
beach helps lower air pollution and gives the Sims someplace to go on Saturday 
afternoon. When waters reach the flood stage, your city will suffer less damage, too. 
You don’t even want to think about what flood mud will do to your water pipes. 

Speaking of water pipes, have you ever wondered why some of them go gray 
on you after a while? Well, there are a couple of reasons for water shortages, and 
they'll really get you down in the pumps. In fact, the first 
thing to try when the water’s out is install additional 
water pumps. Sometimes there just aren’t enough pumps 
to keep up the pressure throughout the entire system. 

What? You say you've thought of that, and installed 
several separate systems that aren't connected at all. That 
ought to work in theory, but, in practice, the program 
regards all the pipes and pumps as one big system anyway. 
What's worse, it acts as though all the water is being 
pumped from one location. It sort of averages out the 
distances between all the largest concentrations of pumps in the city, considers how 
much water is pumped at each location, and chooses a weighted center to work 
from when it's gauging water pressure. That's why it's almost always someplace out 
on the edges of development that goes dry. 


Water pump 


Altitude : 50 feet 
Land Value : $1,000 
ans ve SL, acre Ae 


rime : 
Pollution : None 
owered : Yes 
Watered : 19440 Gallons per Month 


Adding more pumps can help, but adding more pumps means using more 
power, and if your power plant is going full tilt, the pumps may be suffering from 
brown out. If that's the case, then it's time for more power. If you want a little 
electrical insurance for your water system, consider installing windmills. One 
windmill will power three or four pumps, and it'll look picturesque besides. 


Wind Power 
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EN Splitting Airs: Air Quality 


Former President Reagan once claimed that trees were a primary source of 
pollution because they release volatile organic compounds into the air, and 
domestic cattle have been accused of depleting the ozone layer by burping up 
methane gas, but the two main polluters of urban air are heavy industry and the 
internal combustion engine. 

Every year, more than 450,000 tons of lead are belched into the atmosphere 
by these two culprits, while only 3,500 tons are released by natural sources. The 
catalytic action of sunlight on a mixture of hydrocarbons and nitrogen oxides 
creates a multitude of problems for the urban dweller. They're all disguised under 
the blanket term smog. 

The Los Angeles Times prints a daily summary of atmospheric quality, which 
measures the following irritants: 


» Ozone is a gas that irritates the eyes and causes respiratory distress. Its very 
touch is poisonous to most living organisms. It's vital in the upper reaches of 
the atmosphere, where it protects the earth’s surface from ultraviolet radia- 
tion. Ironic, isn't it? 


»> Nitrogen dioxide is produced from burning fuels. It impairs breathing and 
contributes that brownish tinge so characteristic of smoggy air. 


> Carbon monoxide is an invisible compound that reduces the blood’s oxygen 
content. It's produced by the incomplete combustion of fossil fuels, mainly 
by cars and trucks. It's poisonous. 
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> __ Micron particulates affect the lungs on a deep level and reduce atmospheric 
visibility. They're actual pieces of ash, soot, dust, or droplets of liquid sus- 
pended in the air. 


A Pollution Standard Index (PSI) indicates the average penetration of pollut- 
ants on a scale from O to 275+, reflecting a spectrum from good to hazardous. 

In SimCity 2000, you can monitor pollution levels in two different ways. First, 
you can call up the Pollution Graph from the Graph window. Take a look at Figure 
6-1. This will give you a general picture of the pollution level in your city, in much 
the same way as the PSI used in Los Angeles. Second, you can call up the Pollution 
Map. This map uses a gray scale to indicate dispersion and concentration of 
pollution through the town. 

You can test the causal relationship of traffic and industry to pollution by 
loading a city with heavy concentrations of traffic and industry. The Flint, Michigan 
scenario would be useful for this experiment. Use the Pollution map to identify the 
areas with the highest concentration of air pollution. 

Next, you can do what every mayor has probably dreamed of doing at one 
time or another. Saddle up your bulldozer and demolish those suckers. Take them 
right down to the ground. Rezone them for some less noxious use or dezone them 
entirely. Let the simulation run for about six months of game time and return to 
the Pollution map. Pollution should be considerably reduced; if you've wiped out 
too many jobs, your population will be, too. 


ll Figure 6-1. The Pollution Graph will show you the pollution level in your city 


BEE Aug 1924 Flint» $19,499 Zee 


Take a look at the pollution level in Flint, Michigan 


Simple answers to complex situations aren't always satisfying in a game 
environment, and they sure won't play in Peoria, much less Flint, Michigan. There 
are complex trade-offs between the health dangers of pollution and the immediate 
loss of quality of life when jobs are eliminated because of strict ecological controls. 

In our radical experiment with the bulldozer, we committed an eco-atrocity. 
We solved the immediate air pollution problem, but created economic problems 
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You can see how pollution has been reduced in Flint 
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and traffic snarls. We weren't very sensitive to the needs of the people whose lives 
we disrupted. It's just pure luck we didn't have to put down a riot. Cities, even 
SimCities of the A.D. 2000 variety, are organisms and radical surgery of any kind is 
likely to create trauma. That is why the emphasis in this chapter is on finding 
gradual solutions to ecological and economic problems. 


Cowtown City Center: The Gruen Plan 


In Fort Worth, Texas, the Los Angeles architectural firm of Victor Gruen and 
Associates attempted to solve the traffic/pollution problem. Their radical pro- 
posal was to surround the central city area with a ring road along the circumfer- 
ence of the business district. A series of multistory garages were to be placed at 
intervals along this road. The interiors of these garages would project into the 
central city itself. Roads in the central portion of the city would be closed to 
vehicular traffic, but the distances from the garages to locations in the center of 
the city were to be short. A series of tunnels would allow delivery and service 
vehicles access to downtown locations with service elevators. Taxis would 
deliver out-of-town visitors to the downtown hotels via the underground routes 
and special elevators, as well. 


The Gruen Plan (courtesy of Gruen Associates) 


The plan stalled because of political opposition, and the benefits of such an 
arrangement are still unproven. Would the garages actually have accommodated 
the numbers of vehicles required by commuters and still have had room for the 
business, shopping, and tourist population to find parking? Would such an artificial 
line of demarcation between vehicular and pedestrian traffic have encouraged 
responsible downtown development, or would it have frozen the city’s center out 
of the normal flow of life? Would a trip downtown have become so inconvenient 
that no one would have ever bothered to go there? 

That was the experience of Eugene, Oregon in the 1970s and 80s. In an effort 
to revive the downtown, city authorities closed the center of town to traffic, creating 
what they hoped would be an instant mall. Some blocks were graced with fountains. 
A playground was installed. Parking was provided at various sites around the 
periphery, vet, except for a brief downtown renaissance, the center of the city failed 
to prosper. Eventually, several streets were reopened to allow crosstown traffic 
through. The downtown mall still exists, but it never offered much competition to 
the big covered mall at the edge of town. 

In SimCity 2000, you can experiment with design concepts envisioned in the 
Gruen plan. You can try using ring roads when you develop residential areas. In 
order to accommodate a dense population without creating severe pollution, many 
players like to create strips of residential zones in 2x6 plots with a road surrounding 
each one. This provides vehicular access to all of the zones in the strip without 
excess roads and their inevitable high traffic density and high pollution levels. 

You can zone even larger blocks of housing within the ring if you like. 
Remember, Sims are really tiny folks. What looks like a single-family house to us 
actually represents about an acre of land to them. 

The subdivisions we zone for each use actually have teeny little roads within 
them, so not every square needs to front on the broad boulevards laid out by the 
city administration. An area of 6x6 square tiles is the most logical, since Sims will 
travel up to three tiles to reach public roads or transportation. 

Play around with the size of the zones until you and your Sims come up with 
one you agree on. If you happen to make some zones too large and the Sims aren't 
filling them up, try rezoning a short strip of squares along one of the frontage roads. 
Make it light commercial. Sims really like their local restaurants and convenience 
stores. The shopkeepers will appreciate such prime sites, and the amenities may 
bring in new residents. Or try filling the empty core of the ring with parks. 
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A residential area with ring road 


Note that ring roads don’t do much to reduce pollution in the commercial 
and industrial areas of your city. There will still be a lot of bad air and dense traffic 
in these zones. The best antipollution strategy with regard to industrial zones is to 
give them plenty of room to breathe. Separate the zones from each other and leave 
open space between them. Use parks, forest, or water options to maximize the 
pollution-diffusing potential of these open space areas. 

Don't go overboard on the trees, though. Some disastrous day you might find 
yourself facing a raging forest fire right next door to an exploding chemical factory. 
Besides, you can't run power lines through parks. Locate some of your business and 
industry on hills. The zones will usually be smaller and the slopes themselves will 
ensure that there's space between them. Don’t give up on the ring roads, though. 
Not only do the Sims have to get to work, they’ve got to truck a lot of goods in and 
out of those commercial and industrial hubs. 


Checklist for Ecological and Economic Problem Solving 


The following checklist can be used when playing scenarios like the Flint scenario 
or when facing pollution problems in a custom city. The steps don’t have to be done 


on en 


in order, since the problems you face may require some prioritization. Pick out the 
most acute problems and work on them first. 


Pause the Game 

The city didn't get into this sorry state in a day. An actual mayor would take the 
time to read reports, fund studies, and consider alternatives. Give yourself the same 
opportunities by pausing the game and using the options at your disposal. The Map 
option can help you locate your major polluters, determine traffic density, and find 
areas of your city that aren't prospering. Those are often marked by abandoned 
buildings. Take the time to look at the Budget and the Ordinances windows. 
Taxation may be out of whack, and, as in the Flint scenario, you may be able to woo 
industry or commerce via a tax break in order to revitalize your city and bring in 
enough money for more extensive changes. A look at your municipal ordinances 
may give you some insights into what's inhibiting growth. The Nuclear-Free Zone, 
for example, may appeal to the general population, but could be discouraging to 
industry, which tends to prefer an unfettered business climate. 


Reduce Redundancy Again 

Many mayors start building their cities with roads and add rail lines and subways 
at a later date. The original roads are forgotten. If the subway line is efficient and 
popular, some of those roads may no longer be necessary. As long as they’re around, 
they'll be adding to the maintenance budget and contributing to air pollution. The 
same rationale applies to replacing roads with rail lines. Eliminate as many roads 
as you can without jeopardizing shipping or emergency access. 

Another part of reducing redundancy has to do with zoning itself. You may 
have too many dense industrial zones and not enough light ones, or you may have 
too much light residential and not enough dense residential near the city center. 
Unused zones do not add to your tax base. Use the bulldozer to raze the superfluous 
zones and add some parks, trees, and water to enhance the land values and reduce 
some of the effects of pollution around problem areas, or rezone the property to 
give your city a better balance among all its interests. Unzoned land doesn't add 
anything to the tax base, either. 


Take a Power Trip: Explore Alternative Power Sources. 

One of the nicest things about SimCity 2000 is the variety of power sources 
available. Some of the scenarios don’t allow as many choices as you might get in a 
custom city, but you can try to replace the prime polluting power plants—those 
powered by gas and coal especially—with less offensive ones. 
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Be careful, though. Some of the alternative power plants are not cost-efficient 
and may turn out to be more trouble than they're worth. [t's useful to create 
waterfalls for hydroelectric projects, and it's possible to have an entire series of dams 
along a river without being penalized. Windmill farms are another option, particu- 
larly if you have a lot of open space on the tops of hills. 


Hydro Power 
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It's a good idea to note the number of megawatts each type of power plant 
produces and figure out on paper how many alternative power plants it would take 
to replace the one you want to get rid of. Sometimes, the awkward polluting plant 
is irreplaceable given your city’s current needs. 

In SimCity 2000, nuclear plants are a clean and efficient means of producing 
energy. The reactors are generally safe if replaced every 100 years or so of game time, 
and they don’t pollute the air. Still, fission plants are pretty scary things to have 
around. Just waiting for one to blow could keep your nerves on edge. The odds of 
a meltdown are small, but if one happens, it'll make you nostalgic about smog. 
Fusion plants in SimCity 2000 are so safe that they seem too good to be true. No 
matter how you choose to power your city, it's nice to know that you have a full 
range of options available to you. 


Fusion Power 
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Some day when you're doing your mayoral paperwork, check up on your city’s 
ordinances. Under “Other” you'll see ordinances favoring energy conservation and 
pollution control. They're big ticket items, and you may be tempted to play without 
them. When your city is first starting out, you don't really need them, but as it 
grows, and its pollution with it, these ordinances become more important. 

Pollution control is a good first choice, especially if you've encouraged heavy 
industry to move in. It really does help lower pollution, partly because it drives the 
worst offenders out of town. If your city is in financial trouble, it's ttmpting to save 
money by getting rid of the ordinance. Avoid doing 
so if you can. [t'1] really wreak havoc on the quality 
of life in the city. The Sims will use your excellent 
transportation facilities to transport themselves 
right out of town. 

If you really need an economic bargaining 
chip, use the energy conservation ordinance. In a 
city of 100,000 or more, it'll boost your power ca- 
pacity by about 15 percent. If you thought that 
pollution control was expensive, just wait ’til you 
get the bill for this baby. Costly though it is, it might allow you to postpone the 
even bigger expense of a new power plant. Sims like it because it reduces brown-outs 
and power surges. It's a good ordinance to have, but if your power plants are in the 
pink and your budget’s in the red, you can zap this expense for a couple of years 
and still keep your popularity rating high. 


Use Open Spaces Creatively 
Trees, water, and parks add to the land value of nearby zones by reducing the effect of 
pollution, which reduces land value in accordance with the computer’s calculations. 
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This makes sense from several real-life perspectives. First, vegetation converts 


[he Official 
SimCity 2000 carbon dioxide into breathable oxygen. Second, open spaces reduce the volume of 
_ Planning pollutants injected into the air. A forest isn't likely to be pumping out pollution, 
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er It is particularly useful to plant trees in those irregular hillside areas where nothing 
xX ” else can be placed. It enhances both the appearance and value of your city. Just keep in 
mind that your forest primeval could turn out to be someone's funeral pyre. 
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Create Satellite Industrial Areas 


If you have enough room, you can create satellite industrial areas. In this way, you 
will diffuse some of the polluting effects of heavy industry. You'll have to accept a 
certain level of smog if you need to build roads out to the satellite industrial parks 
instead of relying on subways or mass transit lines. 


Give a Hoot 


You now have several prescriptions for dealing with the problems created by 
pollution in your city. Pollution is sort of like cancer; it can build up beneath the 
apparently healthy surface of your city, weakening it gradually. Eventually, in 
combination with any number of other problems, it’Il land your city on the critical 
list. You'll find yourself footing the bill for urban renewal, the major surgery of 
cityscapes, with massive transfusions of cash required. 

If you pay attention to your city’s health from the very beginning and give it 
its ecological checkups every so often, it should live a long and prosperous life. If 
it should get sick, see that it takes its sewage treatments periodically, give it two 
windmills, and call in the morning. 


In Search of.… Unknown Sims 


To: Office of the Mayor 


From: Police Commissioner 


As you undoubtedly are aware, the media have recently been sensationalizing 
the occasional appearances of an unknown, flying vigilante-type figure, sporting a 
costume of cape and tights in glaring pink and teal. As often happens in cases of 
mass hysteria, and for lack of a better name, this alleged personage has been dubbed 
“Captain Hero" by the press and the people. 

According to popular reports, which we cannot confirm and refuse to specu- 
late about in public, this blond-haired “superhero" sometimes appears at the scene 
of a disaster as it's happening. Reports suggest that this apparent hallucination 
attempts to intervene in said incident and often prevents, or minimizes, the harmful 
situation. However this "Captain Hero” person always flees the scene before he can 
be questioned (or photographed) by peace officers. The enclosed image is from an 
unknown digital source. 


Several local scholars—who appear to make their livings discussing current 
affairs on radio and TV—have speculated that "Captain Hero" only appears, on the 
average, about one time every three incidents. Some professional commentators 
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observe that there were no reports or sightings of him until we were offered that 
military base—which we okayed, but never received. 

Since 1 have no need to know if this was because there was no suitable space 
available, or we simply turned the capitol down, [ cannot comment on their 
conclusions. 

Curiously enough, everybody claims that “Captain Hero" is afraid of some 
movie monster and will flee from it at sight. A movie monster? 

We are looking very closely at this situation and will update you when we 
have a more coherent grasp of the matter. At this time, however, we have no choice 
but to consider this entire phenomenon nonsense and place it in our Stupid Elvis 
Tricks and Sightings file where it belongs. 


To: Office of the Mayor 
From: Police Commissioner 


Highly Sensitive and Confidential 


Another unusual situation has developed of which you need to be aware. An 
investigation of a series of inexplicable disappearances of small sailing craft from 
the city’s marinas has turned up only one concrete lead—a single blurry photograph 
of what appears to be an enormous nautical serpent. 


Discrete inquiries along the waterfront have yielded several fables (I guess that 
would be a good term) of an enormous eldrich being that occasionally rises from 
the river depths to swallow small boats. The story tellers all use the word "Nessie" 
to identify the alleged creature. It is said that "Nessie" always announces her fleeting 
arrival with a horrifying roar. 

As with the tales of “Captain Hero," this department discredits these stories as 
drunken ravings or some elaborate hoax. 

Also, as is typical of all alleged “sea serpent” photos, you can see that the image 
above is indistinct at best. The following enlargement reveals little detail to support 
the wild tale. 


Still, it is the only lead we have at the moment. And we do have quite a few 
missing sailboats. 
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To: Office of the Mayor 
From: Police Commissioner 


Highly Sensitive and Confidential 


Yer Honor, [ think we have a problem. 

We have received reliable confirmation that some metal-like movie monster 
is on the loose in the SC2K vicinity. Not only do we have a number of eyewitness 
accounts by police officers on duty, as well as from firefighters, we also now have 
obtained photographic evidence of the alien’s existence. 


As you can clearly make out, the monster appears to be some cross between 
a mutated insectoid and the popular conception of what flying saucers ought to 
look like. As far as we can determine, the monster appears in broad daylight as if 
from nowhere, hovers for some time as if computing what to do next, and then 
begins attacking whatever is below it at the time. No two appearances are ever alike; 
sometimes the monster will attack once and disappear, at other times it will 
continue attacking as it circles through SC2K like disaster incarnate. 

Even more disturbing are the monster’s motives, or lack thereof. In the 24 
hours since it first appeared, half of the monster’s strikes have resulted in firestorms 
sweeping down. This, of course, would indicate aggressive hostile intent on the side 
of this otherworldly perpetrator. But careful analysis of all the data shows without 
doubt that when it is not scorching SC2K, it is wreaking a more much more benign 
form of havoc. Or perhaps we should say forms of havoc. 


In these other incidents, the monster is dropping—in equal proportions, 
depending on the specific attack—either trees, water, or windmills. That is correct; 
trees, water, or windmills. While these attacks do their own damage, it is usually 
much less devastating, and much more benign, than the more common fires. 

Begging the question of where the movie monster originates, we are left with 
the deeper, more mystifying conundrum of why any hostile force would plant 
forests from the skies, much less wind power generators and duck ponds. We can 
only conclude that a great evil is working here and must be stopped at all costs. 

No wonder that Captain Hero fellow flees from the sight of the monster. 

As 1 stated earlier, Yer Honor, [ think we have a real problem here. 
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To: Office of the mayor 
From: Police Commissioner, SC2K 
Zoo Director, SC2K 


Highly Sensitive and Confidential 


Yer Honor: 


We sometimes feel that we live in the strangest of worlds. Not only do we have 
to deal—in terms of public perception, at least— with: 


> Aflying hero-type wearing outdated tights and cape 
> _Hysterical reports of a sea monster living in our river and eating boats 


> Some monster movie reject breathing fire, water, trees, and windmills 


But now we are getting reports of some sort of ghostly critter haunting our 
forests and woodlands. 

Stories are widespread—even though there have been no sightings or pho- 
tos—of a creature which only makes its existence known by means of a low moaning 
keen, a sound which the more superstitious of our citizens claim is a dirge lamenting 
the felling of trees and forests. Indeed, every report does mention that the sound 
of the "were-llama” occurs concurrently with some form of logging activity, not just 
the clear-cutting of some tract of forest, but occasionally it follows the cutting of a 
single tree. 

As the sober public servants, and professional civic managers, that we are, Yer 
Honor, we discount the existence of the mythical were-llama as the rotted fruit of 
over simulated imaginations. 

And as further proof of the validity of our conclusion, we must point out to 
you that we have listened to a number of taped recordings what is purported to be 
the creature’s cries. While the sounds are truly mournful and haunting, they sound 
exactly the same as the mating call of Alces alces—the ordinary, if not so common, 
woodlands Moose. 

Were-llamas in SC2K? Bull! 

As in Bullwinkle. 
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To: Office of 
From: SimCity 
Disaster Pr 


Your SimCity 2000 Disaster Preparedness Committee has prepared this report 
for your edification. We highly recommend that you enact such provisions as will 
maximize our city’s chances of surviving a catastrophe. Our lives are in your hands. 


Disaster Preparedness Committee 
Commissioner, Fire Department 


Chairperson, Public Safety Committee 


PS: Don't forget to select the NO DISASTERS menu item. 


You're hard at work on a tricky stretch of subway line when, over the constant 
drone of the traffic helicopter, comes the sound of sirens, accompanied by the 
crackle of flames. There's been a crash at the airport! You drop what you're doing 
and call out the firefighters, the cops‚ and maybe the military if you happen to have 
a base nearby. Will they be able to stop the fire from consuming half the city? The 
answer may depend on how well you, as mayor, have planned for disaster. 

Every city in SC2K is bound to experience some mishaps unless its mayor has 
banished all the vagaries of accident, weather, and plate tectonics and imposed such 
severe sanctions on aliens of the extraterrestrial persuasion that not one dares show 
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n Un its face inside the city limits. Some disasters are random events, but some are so 
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Handbook __ âre annual occurrences in California. Just about every part of the country can boast 
7 some form of disaster that's just waiting to happen. So what are you going to do? 
Dd ha” Move away? No, you're going to take some sensible precautions, both in adminis- 
at tering your city, and in thinking through what you'll do when disaster strikes. 

Disaster planning is an essential function of city administration. It's a coordi- 
nated effort of local fire and law enforcement in association with community groups 
and relief organizations. The fire department is usually the lead agency in disaster 
planning because so many emergencies require fire control and first aid, the two 
major services performed by firefighters. Representatives of all the groups involved 
create a comprehensive plan meant to ensure the efficient use of community 
resources in the event of a disaster, with special emphasis on preserving lives and 
property. The idea is for everyone to know what everyone else is going to be doing 
so that folks aren't tripping over each other when the dire day arrives. 

Disaster planners educate the public in measures that save lives and foster 
cooperation with public agencies. They also recommend legislation and propose 
guidelines aimed at reducing the risks to the community. If you want to know how 
to strap your water heater in place, or you’re curious about why the county requires 
you to have a class A roof on your house, ask a local disaster planner. 

Perhaps the most ironic aspect of disaster preparedness is the fact that local 
government, the institution most capable of preventing development on dangerous 
sites, actually has the most to gain by approving the development of questionable 
properties that might be subject to mud slides or that are located near earthquake 
faults and flood plains. There's plenty to be gained by zoning new areas for ventures 
that will increase the tax base, and even SimPoliticians are apt to live according to 
that old adage, “It can't happen here.” 

Such a Titanic attitude often means that properties which are ripe for disas- 
ter—the mountain sites prone to forest fires and mud slides, the seaside homes 
ravaged by high tides and hurricanes, and the riverside hideaways that flood every 
spring—end up in costly cycles of destruction and rebuilding. Their value remains 
high because they’re the places with the perfect settings, the magnificent views, 
and the exclusive addresses. 

It would seem that the best cure for such a problem would be to use zoning 
to limit the development of hazardous properties. Of course, this policy would be 
extremely unpopular and fiscally impractical. What politician would willingly 
swallow such bitter medicine? 

You, however, will want to do all you can to lay out and administer your city 
so as to lessen the impact of disaster. There are a variety of ways to use the resources 


at vour command to keep a disaster from becoming a catastrophe. Some ot the 
strategies we'll be discussing may help you to win the scenarios that involve 
physical disasters, and they definitely should help you cope with events in the 
city you call home. 


Your Mission... 


Unfortunately, Sims aren’t into disaster planning. You won't get any help from 
them. They’ll happily set up housekeeping in the riskiest spots if you'll let them, 
and in the wake of a catastrophe, they'll be right there rebuilding before you can 
zone good sense into them. There won’t be any civic-minded volunteers to coordi- 
nate the civilian population in case of disaster, and there doesn't appear to be a Sim 
equivalent of the Red Cross to lighten the burdens of the suffering masses. Your 
staff members work hard at their daily tasks, but not one of them is prepared to 
burn the midnight oil planning your city's emergency response program. 

It's all up to you, the mayor. You'll have to make the plans, enact the 
ordinances, and run the incident command center as the need arises. You'll have 
to do all the damage assessment on public properties and oversee repairs, retrofit- 
ting, and the removal of debris. It's a big job, and a real challenge. 

Absolutely the best precautions you can take are to lay out your city carefully 
and to see that it's prosperous and well-funded. A vigorous, well-heeled community 
will recover so quickly from a disaster that it'Il leave its exhausted mayor amazed. 
You can hone your personal emergency response skills by playing the disaster 
scenarios in SC2K. The scenarios will give you plenty of practice in emergency 
dispatch, damage assessment, and repair without any risk to your custom citv. 

You may want to begin playing with disasters turned off until your city is 
well-established. Try to achieve a positive cash flow and stay out of debt. When 
your city is booming, your public services are almost fully funded, and you've got 
some cash in the bank, you're probably ready to weather a storm or two. Playing 
with disasters on from the start takes nerve. It’s a gamble, but because cities start 
small, a great many mishaps will hit out in the boonies and never affect the heart 
of town at all. Don’t get cocky. You can't escape the fickle finger of fate forever. 

In compensation for all the work you must do, there are some tasks that you 
will be spared. You won't have to declare your community a disaster area or 
negotiate disaster loans from the Feds, though you may be forced to issue a bond 
to cover repairs or beef up city services. You won't have to supervise medical care 
or set up emergency shelters—when their digs get wiped out, Sims don’t die, they 
just leave town or rebuild. You won't end up in litigation, and neither you nor your 
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citizens will have to fill out reams of paperwork for FEMA or any other relief agency. 
You won't have to meet the press. 

Except for the out-of-pocket costs you may incur from paying your bulldozer 
crew some overtime, and from replacing the power lines and repairing damage to 
the water mains and other public facilities, there is no financial burden attached to 
a disaster. You won’t have to revise your city’s building code or wrangle with the 
local planning commission over redevelopment. The Sims will rebuild on their own, 
provided they have power and transportation available. Be thankful for small 
blessings. 

You may even find a disaster provides an excellent chance to rethink parts of 
your city plan. Take advantage of the opportunity to help your city arise, renewed 
and more beautiful, from the ashes of disaster. 


Help! | Need Somebody! 


When disaster strikes, SimCity 2000, like any other major city, is dependent on its 
municipal services to form its first line of defense. As mayor, your job is to see that 
you have sufficient police muscle and fire department power to cope with the 
unexpected. 

The more police and fire stations on the map, the 
more trained personnel you'll have to call on. SimCity 
2000 allows you one marker per station to meet the 
challenges posed by extraordinary situations. When 
you receive an emergency call, dispatch your most 
effective units first. 

Police can't put out fires. Firefighters can't do a 
whole lot with rioters. Each makes a useful backup for 
the other, though, so once you've deployed your pri- 
mary force, by all means call on the other service to help out. Heck, you may even 
want to call in the military if there’s a base nearby. Even though back-up units won't 
get the job done as quickly as primaries will, they can keep disaster from spreading. 

If you haven't got a government base within your city limits, you may still 
get some help from Captain Hero. Look for him whenever disaster strikes, but don’t 
expect too much_—he'll only show up about one time in three, and he doesn't always 
take an active part in the proceedings when he does. As quickly as you can, call on 
the Department of Public Works. Have them get that bulldozer over there, pronto. 
It's an important tool in controlling fires and floods, and it's helpful for cleaning 
up after the crisis is past so the Sims can begin rebuilding. 

We'll have more to say about command and control during an incident, but 


first things first. Let's take an extended look at measures you'll want to consider 
taking before disaster strikes. 
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In the daily running of your city, police and fire stations are your insurance 
against crime and fire. Like insurance policies, they won't prevent problems. Your 
decisions about your city’'s economy and living conditions will have a much greater 
effect on the city’s chances of surviving a disaster. 

Some of the choices you make may even lessen the likelihood of a catastrophe 
occurring. A crime-watch community with an active volunteer fire department is 
less likely to experience a disaster. Volunteers won't be much help when looters 
start burning the town after a hurricane, or when that big black alien spits trees all 
over your power plant, though. Then, only the professionals will answer your call. 

If your public safety agencies are sadly under-funded and their station-houses 
are few and far between, you'll be playing down quite a few pieces in your chess 
game with calamity. 

Public services influence the quality of life in your 
city. The police, by their very presence, help to control 
crime. Fire stations minimize the likelihood of fires in 
their immediate vicinity. Like their counterparts in the 
real world, those proud folks in uniform often struggle 
to provide top-notch protection with less than adequate 
funding. 

You can check up on your basic coverage by talk- 
ing to your budget advisors or consulting the appropri- 
ate map windows. Some of your department heads are 
always after more, more, more, but the fire and police chiefs tend to be pretty stoical. 
If they say you need more fire or police protection, you do. If they tell you coverage 
is merely adequate or average, it's.probably time to up their funding if you can 
afford to. 

When you check your maps, you'll see a mosaic that shows the areas of 
influence surrounding your police and fire stations. When it's time for your next 
building boom, add new stations in areas that don’t yet fall under the aegis of fire 
or police protection. 

Another way to assess your public safety needs is to query your local precinct 
stations. 


Police Station 


Annual Cost : $100 


145 


To Master 
Disaster 


A 
re 


Nam * 


146 


he Official 
SimCity 2000 
Planning 
Commission 
Handbook 


If the police department’s arrest record is less than a third the number of 
reported crimes, or the fire department’s response time is up above ten minutes, it's 
time to beef up your coverage. If, whenever you expand your city, you add police 
and fire stations as they're needed, you'll find yourself in the best position possible 
when disaster strikes, even if your funding is less than optimal. 


Air Traffic Out of Control 


Although police and fire departments are your front-line troops when disasters 
occur, there are some other steps you can take that will help ease the impact of an 
“event” on your city. Some involve zoning and building codes. Some involve social 
policies and legislation. 

As you lay out your city, give a thought to what might happen to the Sims 
who live and work there. Will they be overwhelmed by a flood? Will an earthquake 
trigger landslides that deposit a seven-story condominium on top of your power 
plant? What will happen if the chemical storage facility next to the airport catches 
fire in the wake of a plane crash? 

It can be tempting to pull out all the economic stops and zone for maximum 
density and tax revenue despite the risks, but before you plunk down your zoning fees, 
it might be a good idea to consider alternative uses for some of those hazardous sites. 

Of course, it's not always easy to tell which hunks of real estate are likely to fall 
prey to destruction. It may take a few years for you to find out where the hazards lie in 
your community. After a while you'll begin to see the patterns, and there's a good 
chance that the first pattern you see will be the ever-popular plane crash near the 
airport. Let's talk about that first, because it's so common and because it incorporates 
many of the elements you’ll encounter in other forms of disaster. It’s also a good place 
to examine precautionary measures in relationship to overall town planning. 

A plane crash is bad enough news in and of itself. It imperils lives, destroys 
property, ties up traffic, and interferes with commerce. These are all mainly local 
effects. Unfortunately, plane crashes often start fires, which can easily devastate 
whole quadrants of your city. Statistically, planes are most likely to crash within a 
few minutes of take-off or landing, when they're executing maneuvers in the heavy 
air traffic that surrounds airports. That means they’ll most likely make their fatal 
dives at or near the airport. You'll want to have police and 
fire units stationed nearby to ensure a quick response. 

Airports generally get built well away from the center 
of town, but they’re real magnets for development. Industry 
and commerce love to move in near the airport, and it just 
makes good economic sense to zone space for them. Pretty 
soon the population will start demanding housing nearby, 
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and before you know it, a whole community will have grown up in an area where 
aircraft are dropping like flies. Everything built near the airport can provide fuel for 
the almost inevitable fires that accompany plane crashes. 

Since you can't eliminate the problem, you'll want to do all you can to 
minimize the damage. 

First off, you can build a big airport. Sim pilots do their best, even in a crisis, 
to bring their planes down someplace safe. They’ll try to make it to the airport if 
they can. 

In SimCity 2000, fires burn at different rates depending on the fuels they 
encounter, but they don’t burn faster going uphill than down. They move straight 
ahead from square to square. Fires don’t do diagonals. Airports pave a lot of acreage 
for runways and parking lots, so it's to your advantage to have plenty of relatively 
inflammable tarmac in a plane'’s line of descent. It's also easier for emergency units 
to maneuver on open pavement. Of course, hangars and fuel tanks may well 
explode, spreading the mayhem beyond the airport’s boundaries. A lick or two of 
flame around those chemical storage tanks that form a staple of Sim industry, and 
BOOM! There goes the neighborhood, as you can see in Figure 7-1. 

You may want to create a buffer zone around your facility. One way to do this 
is to look near the edge of your map for a nice, broad valley that's open on both 
ends. Orient the rectangle of your airport along the valley with level ground at each 
end. If there's a body of water nearby, so much the better. Some mayors prefer to 
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Figure 7-L Fire at the airport! 
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turn this technique upside down and build on the tops of broad, flat hills instead 
of in valleys. 

Now for the buffers. Surround your airport with a road. It won't stop a fire 
cold, but it’1l slow it down a little. It'll also provide access for firefighters and police, 
and an evacuation route for fleeing Sims. 

Whether you've put your airport in a valley or on a plateau, zone for commerce 
and industry on hillside terraces. Give your Sims some housing on fhe hills as well. 
the trick is to allow them easy access to the airport while giving the flyboys (or girls) 
some maneuvering room. Make sure that the roads past these zones are as wide and 
straight as you can make them. You may not want to replay the Oakland Hills fire 
of 1991 in your own bailiwick. 

Fires will climb hills at the same rate that they travel on the flats, but bare 
ground will slow them down. Resist the urge to cover slopes with dense stands of 
trees. They’ll help reduce air pollution and they look great, but they'll burn like 
torches. Water pumps and parks, which are irrigated, can fill in the random flat 
spots on hillsides. So will water. If you haven't already used the landscape tool, 
now’s a good time to make its acquaintance. It's expensive, but you get a lot for 
your money. Placing water on slopes will create waterfalls, offering you an extra 
measure of fireproofing and increasing your hydroelectric capability as well. 

Finally, try to leave as much undeveloped land as possible around the runways. 
Think open space. Big parks, small lakes, perhaps a nice marina, and some very 
small patches of light commercial development are the most you’ll want to permit 
within several acres of the airport. 

OK, you got all that? Good. You can apply many of the same preventive 
measures to other areas of your city. The trick is to plan with an eye to the worst 
that can happen. Make sure that every area on your map is accessible by road. The 
fire crews won't be arriving by subway and the police can't wait for the train. If 
you've planned well, then you might just be ready when. 


OMIGOSH! WHAT'S HAPPENING?! 


OK, steady, Flight 409's down. The little message window near the top of the 
tool bar has flashed you the bad news, you've heard the crash, and the sirens are 
blaring. Gotta get help to the airport as fast as possible. What are you going to do? 
Panic constructively. That's what disaster planning’s for, so that, when the time 
comes, you'll do the right thing in spite of yourself. 

It's said that in a crisis time slows down. You can make it do that right away. 
Pause the game, unless you really like stress. Pounce on the toolbar. Drop whatever 
tool you were using and grab the centering tool instead. You're not going to be a 
big help if you're installing subway tubes in the middle of a fire. 


Zoom out to locate the source of the problem. Sure you know where the airport 
is—you put it there—but you've been off inspecting some other part of the city, and 
you've probably rotated the map a few times, so get yourself an aerial view and draw 
a bead on that baby. It’s sort of like taking a chopper to the crash scene. 

Size up the situation as you center and zoom in. 

There's a fire on the runway, spreading from the blazing 
wreckage toward the control tower on one side, the hangars 
on the other. The emergency icon, usually shaded and 
unresponsive, is active now. You'll have to choose which 
e service to send in first because you can move only one sort 
of unit at a time. You'll have to decide what to do and how 
to go about it. 

Fighting a fire in SC2K is a little like playing a board 
game. Your goal is to contain the disaster by surrounding it with emergency units 
and bare ground. With the game on Pause, move your markers into place and 
bulldoze the tiles that you can't cover with markers. Be prepared to sacrifice 
buildings you can’t protect. Go ahead and bulldoze them. The fire will get them 
anyway. Remove the rubble so there’s nothing left on the ground to burn. Keep in 
mind that fires don’t move on the diagonal. You only have to cover tiles adjacent 
to the burn and facing it squarely. A minimal fire burning on a single tile can be 
stopped cold by four units. A two-tile fire can be controlled by six units, and so it 
goes. Many fires are so big that you'll need to control more squares than you have 
markers to cover them with. That's when it’s time to start bulldozing. 

Once you've completed your moves, set the game on Turtle and give the fire 
its turn. If you've covered all its exits and your luck is good, the fire will burn itself 
out fairly quickly. If your luck’s not holding, or if something in the ring of fire 
should explode, then pause the game and try again. Repeat the pattern of moves 
until the fires are finally out. That's how the disaster game is played on paper. Now 
let's get back to the airport. 

Count your units, then start dispatching them. Let's say you have three each 
of police and fire, and no military base to call on. You're facing a fire that covers 
twelve squares along a ragged front. Set your units between the fire and any 
buildings that are threatened. Keep your firefighters close together. The'll bring their 
sector of the fire area under control faster if they can gang up on it. Police markers 
will keep the fire from spreading, but it won't go out as quickly on the front they're 
covering. Bulldoze everything else within one square of the fire to complete your 
encirclement. Be ruthless. The Sims will rebuild. Set the game speed on Turtle and 
let her burn. 

The chances are good that you missed a tile with the bulldozer and the fire 
has gotten out of your trap at one end while the firefighters are mopping up at the 
other. Pause and regroup. You'll have to make a lot of snap decisions after you see 
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what the fire’s up to now. Get your guys in as close as possible to the blaze. There 
are places where they won't be able to make a stand, so do more picking and keep 
on clicking. Move your firefighters first, and keep them together, as in Figure 7.2. 
Then position the police. 

If there aren't enough units to surround the fire, jump aboard the bulldozer 
and clear another fire break. Make it a continuous one. A roaring fire will eat its 
way right across a square that has anything on it. That includes grass, which may 
be invisible. Make sure you bulldoze every tile or the fire might escape. A continuous 
band one tile wide should contain a fire, but stay alert. Fires are tricky. 

If the fire is really raging, and your forces are having to withdraw in front of 
it, losing buildings all the way, you might try raising the terrain of your firebreak, 
creating an earthen rampart around the blaze. The Oakland Hills have been saved 
more than once—on screen, that is—by one lone bulldozer raising terrain around 
the fire before a single engine company made it up the hill. Shows you the power 
of creative thinking, doesn't it? 

Don’t be afraid to try out new tactics. They might work better than the old 
tried and true. ‘Dozer work is pretty expensive when you're altering the terrain. It 
may eat up funds you'll need for repairs later, and it sure messes up the landscape, 
but it's a real thrill for the hard-hats. Keep an eye out for Captain Hero. He might 
buzz the scene to see how your doing, but he won't show up if the military’s around. 
Good luck. 
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Figure 7-2. Dispatch firefighters first 


So, the fire’s over. lt was worse than you expected, and you're really tired. It’s 
time for damage assessment. For public administrators, this is the real hot spot in 
the wake of a disaster. They have to figure out what's damaged, and how badly. They 
need to be prepared for whatever crisis might come next. They have to feed the 
newshounds. And they need to start the laborious process of documenting the 
mayhem in hopes of qualifying for disaster relief to get their cities back on their feet. 

As mayor of SimCity 2000, your tasks are a lot more straightforward. You'll 
need to check óut and repair public structures like train depots and schools in the 
affected area, inspect and fix the roads and water mains, and get the power back on. 

That's not always so easy. In a high-rise zone, it may be weeks before you get 
just the right visual angle to spot that crucial patch of bad road that's strangling 
your traffic flow. It's a good thing you can turn off the building display and get a 
closer look at things. There may be water and electric problems cropping up all over 
the city, not just in the damaged neighborhoods, and it’1l probably be hard to find 
the football stadium under that pile of rubble. Deal with electrical problems first, 
then take care of the water mains. The stadium will just have to wait. 

Now's another good time to put your city on pause, especially if you're having 
second thoughts about the kind of development you want in the area. If you let 
them, the Sims will start building in the old zones as soon as they have power and 
transportation. Goodness knows how they can identify the zones under all that 
rubble, but even total destruction won't alter land use patterns. Only the mayor 
can do that. Move quickly to rezone disaster-prone areas for safer uses. 

Once you've got your city up and running again, you might have time to sit 
down and read all about the crisis in your favorite paper. It will look like the one 
in Figure 7-3. 


Incident Commander's Checklist 
Before you head for the showers, let's recap our incident procedures: 


Pause the game. 

Drop your current tools. 

Zoom in on the disaster. 

Put your primary units in position. Move them around as needed. 
Position your back-up units. 

Get cracking with the bulldozer, if you haven't already. 

Go to Turtle speed. 


Repeat the sequence as often as necessary. 


O Pe ER RT 


Assess the damage. 
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Figure 1-3. Read all about it! 


10. Repair your infrastructure. 


11. Get yourself a long, cool drink. You've earned it. 


By now, you've probably got the impression that most disasters follow the 
same pattern. By and large, you're right, but not because they're all the same. In 
many cases, just as in the real world, it's the secondary effects of the basic disaster 
that will do you in. It's amazing how many ways there are for fires to start, for 
example. Let's leaf through a sheaf of disasters and see how they're special and also 
what they have in common. 


How High's the Water, Mama? 


Floods can occur any place where land lies on the same level as water. Like fires, 
flooding can be the side effect of another disaster. If the weather’s wet or a tornado, 
hurricane, or earthquake strikes, any low-lying area may flood. The seacoast and 
the flood plains of rivers, however, are prime candidates for recurring inundations. 

In Catastrophic Coastal Storms, Godscalk, Brower, and Beatley recommend a 
strict limitation on government disaster relief in areas that are subject to repeated 
floods and hurricanes. Citing the recurring nature of coastal disasters, they suggest 
that the government purchase hazardous areas to provide open space and beach 
access, thus saving disaster relief money in the long run. 


You can use your zoning powers to do something similar in your city, either 
by leaving generous hunks of open space when you first lay out your city, or by 
dezoning those flood-prone plains in the wake of a disaster. Parks and marinas will 
provide the populace with recreation opportunities. They'll improve the quality of 
life in your city, and raise the land value of nearby real estate. 

When you're looking over your terrain, keep in mind that only the lowest-lying 
land will flood. Property that's only a step up from water level will be safe to build on. 

Of course, it's just plain impossible to eliminate all development from the 
lowlands. There's not much use for a marina on a mountain top, and seaports aren't 
worth their salt unless they’re located at sea level. You can do as the ancients did, 
however, and site your ports and havens upriver, away from the open sea. You can 
also raise the terrain around vulnerable zones to create a system of dikes or seawalls. 

Read your newspaper and keep half an eye on the message window for storm 
warnings. A little advance notice might just give your Department of Public Works 
a chance to get that strategic dike raised just in time. 

Once a flood begins, you can fight it, much as you fought the fire at the airport. 
Set the fire and police departments to work sandbagging, and call out the troops. 
If vou can afford it, you can put your trusty bulldozer to work clearing land and 
raising earthworks. And when it's all over, you can try out new zoning regulations 
or improve your dikes before you let the Sims move back in. 


Hot Town! Bummer in the City: Fres 

Fire may be the emergency you face most often, because it's a by-product of so many 
other forms of disaster. That's why we went into firefighting in detail during the air 
crash discussion. Fires can start without any of Nature's other pranks sparking them, 
though. If the weather’s hot enough and your fire protection is inadequate, they’1l 
pop up spontaneously from time to time. Identifving hazardous fire conditions has 
become part of the art of fire science. Not only do fire departments take into account 
the temperature, humidity, and prevailing winds, they even measure the amount 
of moisture in the local plant life. When those leaves and twigs dry out, firefighters 
can predict that they’re in for a spell of hard work. Stay on top of those weather 
reports. When the temperature’s rising, it might be a good time to open a new 
firehouse, just for the added unit marker. 


Fire Station 
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The Official When it comes to fire prevention, nothing works better than a well-funded 
SimCity 2000 department with plenty of stations and a good public outreach program. Part of the 


Planning E s 
Cat ae reason that fewer fires start when your fire department 
Handbook is strong is that firehouse programs make a direct impact 
lo 5) on the people in their neighborhoods. When the people 
a 


work with them, as they do when they join a volunteer 
fire department, the risk of fire in SC2K is decreased just 
a little bit more. So pass the volunteer fire department 


station waiting for the fire alarm to sound off. They're 
out in the community, teaching people about fire safety 
ld and first aid, inspecting buildings, and sometimes train- 
ing volunteers. If you fall ill and call 911, chances are good that the first folks there 
to help you will be riding on the fire truck. Firefighters answer more emergency 
medical calls than they do fire calls. They're 
usually in charge of cleaning up spills of haz- 
ardous materials. 
And then they go out and fight fires. During a 
major disaster, they may be faced with several 
fires at once. [t's up to you to deploy them 
wisely, and to see that they have what they need to save the day. 


ordinance today. 
Firefighters do a lot more than hang around the 


Car 54, Where Are You? 


Now that you know how important your fire department is, it's time to give a little | 
thought to those brave Sims in blue. Some hot summer night when you’re 
pondering the latest crime statistics and wondering what to do about the spiraling 
unemployment rate, the riots will start. Who you gonna call? The cops, of course. | 
When it's burning and a-looting tonight, the police are your lead agency, just as the 
firefighters are when the airport’s going up in flames. 
Like fires, riots can be caused by conditions in your city, like prolonged 
blackouts, or can be triggered by other disasters, 
especially if the quality of life in your city is 
®, normally miserable. You can combat riots the way 
you do fires, only send in the police first, with the 
fire crews standing by. Make sure they've got the 
hoses hooked up, because rioters often start fires. 
You may even need to ask for military help. If the 
crime rate is pretty high, you may already have a 
prison handy to lock up the troublemakers after 
the riot has been quelled. 


Following the theory that an ounce of prevention is worth a pound of cure, 
you'll to do your best to see that the Sims are happy, healthy, and employed. You'll 
need to keep that juice flowing through the power lines, and the crime rate down. 
Don’t discount the value of a neighborhood watch ordinance. It really can help 
your force take a bite out of crime. But if the weather'’s hot and times are hard, 
consider beefing up the thin blue line anyway. 

That means erecting police stations. 
Keep in mind that police, like firefighters, 
run a number of outreach programs. In 
many cities the police are active in sports 
programs, and they're often involved 
with homeless shelters as well. They share 
safety tips with school children and help 
organize the neighborhood watch. All 
these programs need funding to be effec- 
tive. They're all part of what makes the 
police a force for peace and order in your 
community. So smile when vou accept 
that traffic ticket. Pay the bills for good 
police protection in your city, and help 
make the policeman'’s lot a happier one. 


Stormy Weather. Tornadoes and Hurmcanes 

Mark Twain once observed that everybody talks about the weather, but nobody does 
anything about it. Comments like this marked him as a humorist. There's not a 
whole lot you can do about hurricanes or tornadoes when they strike, and there's 
nothing funny about what they’Il do to your city. 

Sometimes your police and firefighters can sort of herd tornadoes off the side 
of the map, but that won’t stop them from wreaking havoc on the way. Just like the 
Gales in Kansas or the Gullahs on the barrier islands off the Carolina coast, your 
Sims will have to batten down the hatches and wait it out. Keep tuned in to the 
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weather reports and put your fire and police personnel on standby alert, ready to 
sandbag the river bank or douse a fire at Theatre Square. 

There may be fires or floods in the wake of either storm, but you can count 
on taking a lot more widespread damage from a hurricane than from a tornado. 
Watch out for looters, and get the power back on as quickly as possible. Now might 
be a good time to buy out some homeowners and create a bit of open space near 
the shore. 


There's a Whole Lotta Shakin’ Goin’ On 


You don’t have to be from Califofnia to need a little earthquake preparedness in 
your life. New Madrid, Missouri boasts a serious earthquake potential, and the 
Hudson River Palisades mark an enormously deep fault. 

Not many people in Missouri or New Jersey, though, worry as much about 
arcane topics like seismic retrofitting or the hazards associated with unreinforced 
masonry as people in California do. As mayor, you won't need to either. In SimCity 
2000, it's a waste of time considering zoning restrictions near fault zones or 
instituting more rigorous building codes because there's absolutely no indication 
of where an earthquake’s going to strike. 

In the wider world, there is actually quite a lot that could be done to prepare 
for earthquakes, but people seem to be curiously fatalistic about them. Perhaps it's 
because they can't be prevented. Perhaps it's because an earthquake brings so many 
more absorbing disasters in its train, that the original cause of all that misery gets 
lost in the wreckage. 

Lots of folks expect earthquakes to create great car-swallowing rips in the 
ground, so they're a little surprised that they can't pick out a fault at a glance, but 
it's not that easy for the untrained eye to detect faults even in known quake zones. 
Scientists are struggling to come up with some accurate way to predict earthquakes, 
but so far no one's found a sure-fire way to tell when the ground’s about to rock 
and roll. 

When it does, it's a nasty surprise. Buildings topple, fires start, looters and 
rioters may take to the streets. It’s truly one disaster where the side effects can be 
much worse than the main event. As mayor, you'll find yourself hard pressed to 
deal with everything that's coming down. Do your best with what you've got, and 
let's hope the lights come back on soon. 


Power Trips: Power Plant Mishaps 

Welcome to the 21st century. Once upon a time it was considered a disaster if a 
plane crashed at the airport. In the era of nuclear and microwave power plants, your 
city could face total annihilation. In a microwave plant, satellite dishes collect 
energy transmissions beamed down from above. Sometimes the microwaves miss 
the dish. The effect is a little like having your city attacked by one of those late, not 


so great Star Wars lasers. Be prepared for the inevitable fires. Consider keeping your 
microwave plant way out at the edge of your map, so those misses will be miles 
from the center of the city. 


Microwave Power 


stages 


Though it's an extremely rare event, nuclear fission plants occasionally melt 
down and blow up. After the spectacular explosion, fires will break out, and a 
spreading pall of radiation will contaminate your city's soil and water. The only 
places you'll be able to rebuild will be places that are untouched by radiation. These 
will probably be few and far between. A fission plant explosion would definitely be 
a bad thing for the tourist trade—for all life in your city, as a matter of fact. 


Nuclear Power 
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Save your nickels and dimes and go with fusion plants if you must have nuclear 
power. They don’t snap; they don't crackle; and they don’t depopulate your city. 

Keep in mind that, like many other plants, a nuke will blow up at the end of 
it's life span. Don’t panic. In SC2K, most power plants explode without any side 
effects when their warranties expire. It’s not the Apocalypse. Yet. 


The Monster Mash: Monster Attack 

If nuclear meltdown seems a little too realistic a disaster for your taste, you might 
appreciate a visit from a nice, whimsical monster. Whatever the monster does, you'll 
be helpless against it. The military might slow it down some, but what monster 
worth its salt ever succumbed to a military assault? Concentrate on putting out fires 
if any start, and hope your unearthly visitor moves on soon. You might try putting 
up a sign. 
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Welcome to SimCity 2000. 


Now Go Home. 


If you've seen the monster, you probably think you've seen it all. Don’t be too 
sure about that. There may be a few more disasters in store for you. Don't worry, 
there’s nothing you can’t… OMIGOSH! Gotta run! Pollution disaster! That darn 
chemical company's losing it again. 


llama Glama 


To: Office of the Mayor 
From: Zoo Director 


A one-l lama 
He's a priest. 

A two-l llama 
He's a beast. 
And I will bet 
A silk pajama 
There isn't any 
Three-l Illama. 


Ogden Nash 


Of course, as the poet himself went on to point out, there is that particular 
type of conflagration known as the 3-alarmer. Those too, like the two-l beast, appear 
with regularity in SC2K. 

So what's the big deal about llamas? Llama domes? Llama sightings? Llama 
pox? Newspaper stories about llamas? A llamas football team? 

It's not really a big deal; it's more of an homage. SimCity creator Will Wright 
has this thing for llamas, for one thing. For another, when Maxis held an election 
some time back to designate an unofficial company mascot, the llama won. It 
outdistanced its nearest opponents—the tapeworm and the Boston tree fern. 
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Still, to the relief of the street sweeping department, llama appearances are 
nearly nonexistent in SimCity 2000. This could be either an oversight or a tease for 
some future SimmLlama game; we haven't been told which. After all, there is a SimmAnt 
on the market. 

For the record, here are some interesting facts about that most glamorous and 
versatile of animals, the Artiodactyla Camelidae: genus: lama; species: glama. Llama 
to the rest of us. 


The two-l llama 


The llama was domesticated about 1000 B.C. and for nearly 2000 years its use 
was restricted to the Peruvian empire. The ancient Peruvians bred the llama for a 
source of food, as a beast of burden, and for a means of transportation. At the time 
of the conquest, 300,000 Ilamas were used at the silver mines alone. 

It is easy to comprehend the importance of the llama to the South American. 
Almost 100 percent of the llama is utilized in one form or another, from the smallest 
hairs to its droppings. The meat, fresh or jerked, nourishes. Its fleece is woven into 
clothing for warmth, and the longer hairs are braided into rope. When the llama'’s 
fat is rendered, the tallow is made into candles; when its hide is tanned, the leather 
is made into sandals and other goods. Even the llama’s excrement is used: dried, it 
is burned for fuel in the treeless, cold bitter heights of the Andes. 

Biologically, the llama is well equipped for extreme high-altitude habitat. The 
hemoglobin in its blood, for instance, has a greater oxygen carrying capacity than 
that of the blood of lowland mamrmals. It is able to skirt the edges of the highest 
passes and trails anywhere with sure-footed grace. 

Today, the llama has become a not-uncommon sight on packing expeditions 
in the backcountry of the western United States, especially in the Sierra and Cascade 
ranges. Their padded feet do little damage to trails, unlike such hoofed animals as 
the horse, donkey, and mule. Llama breeding facilities exist in many locations 
around the country; perhaps the best known being in Sisters, Oregon, below the 
McKenzie Pass in the Cascade range. 


Description A full-grown male llama, or ram, stands 4 to 5 feet tall at the shoulder. 
Although clearly related to the camel, the llama has no hump. However, it does 
resemble the camel in many ways: it chews its cud, has feet divided into two toes 
that are padded with soft-cushioned leathery soles, and is a pacer. It walks with a 
long, swinging gait, with the front leg and hind leg on the same side of the body 
moving forward together. Its neck is long and slender, with a rather small head 
carried high above the shoulders, and it has long, pointed ears. The domestic llama 
has a shaggy, wooly coat of moderately long, soft hair varying in color from solid 
white to brown and black, or mixtures of the three colors. 


Range and Habitat The llama is derived from a stock that lived on the high plateau 
country and mountains of the Andes. The animals are found in southern and 
western South America from sea level to elevations of 15,000 feet and live in a 
semi-desert habitat. 


Habits and Adaptations Only the male is used as a beast of burden, and each llama can 
carry a pack load of from 60 to 100 pounds for a distance of about 15 miles a day. 
If overloaded, a llama will balk and sit down and no amount of punishment will 
make the animal carry excess poundage. 
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One owner described the llama temperament as similar to that of the cat. A 
wise handler never forces but enlists the llama’s cooperation. 


Breeding and Maturatton The female, or ewe, is used only for breeding and is never 
milked or used as a pack animal. The breeding season is in September and the kid, 
usually a single young, is born 10 or 11 months after mating. It is nursed for six 
weeks and reaches maturity in three years. The llama'’s life span is about 20 years. 


Diet Llama are grazers. 


Llama information courtesy of the Oakland Zoo (California). 


Chapter N 


[he Buck Starts here 


n the course of your term of office, you may well find it helpful to review 
the steps taken by our sister cities in their efforts to solve civic problems. We 
commend to you as a case in point, the experience of the citizens of Temecula, 
California. Perhaps as you read this document you'll conceive of some innovative 
ideas that can be applied to their situation. 


Public Liaison 
Inter-City Outreach Committee 


By now, you know the name of the game. You've laid out a city or two. Maybe 
you've tried playing through a couple of the scenarios. Here's a sample city based 
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on the fast-developing area around Temecula in Southern California. It has some 
interesting problems for you to deal with, and its history is well-documented, 
making it a good candidate for a do-it-yourself scenario. Let's check it out. 


Where on Earth Is Temecula? 


There's a bumper sticker that answers this question. It reads: 


Where the Hell Is Temecula? 


The Next Thing to Heaven. 


Early residents of this 90 square-mile valley must have agreed. Its Native 
American name means “where the sun breaks through the mists.” A more narcissistic 
description was published early in the 20th century by Horace Parker. “The Historic 
Valley of Temecula: Thriving, Tempting Temecula of 1909" regaled its readers with 
such glowing prose as “the pearl of this paradise, the richest and fairest of all its 
tribe, is the fecund, fertile, redundantly resourceful, surpassingly beautiful, and 
historic Temecula Valley.” 

Temecula is located about 40 miles inland from the Pacific Ocean, within one 
hour’s drive of metropolitan San Diego, Riverside, and Anaheim. The pleasure 
palaces of Disneyland and Sea World are roughly equidistant from the paradise of 
Temecula. 


The Wild, Mild West: Historical Summary 


The Temecula Valley was settled by migrant bands of Native Americans, speakers 
of Shoshonean languages who displaced earlier Hokan-speaking people. Archae- 
ologists have located more that 120 sites related to their hunting and settlement 
patterns, including 13 probable villages. The people lived simply, gathering 
acorns and other wild plants, hunting, and fishing. Women made baskets and 
pottery. Men worked stone into knives and arrowheads. They lived in circular 
lodges, built partly underground. Adult males visited earth-covered sweat lodges 
for religious rituals and for health and social reasons. Like most aboriginal 
groups, these people had no name for their tribe. They were content to call 
themselves people, and let it go at that. 

The next influx of settlers, Franciscan friars who established the Mission of 
San Luis Rey de Francia in 1798, called the people Luisefios after the Mission's 
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saint—emphasizing their conversion to the “true faith“—and imposed their own 
version of urban renewal. The Luisefios became “missionized.” 

By the middle of the 19th century, the Temecula Valley was valuable enough 
to fight over, most notably in a bloody battle between Mexican and Anglo forces 
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fought near the site of the Vail Lake Dam. After the Mexican-American War, the 
valley was annexed to the United States along with the rest of Alta California. 
Temecula was a stop on the important Butterfield Overland Stage route from St. 
Louis, Missouri to San Francisco, California, and for a while in the late 1850s, it was 
known as a place where outlaws could "hole up.” Gangs "worked" from San Diego 
to Los Angeles and returned to their digs on Front Street. 

By 1882, the Santa Fe Railroad had brought boom times to Temecula. The area 
was an important shipping point and was a producer of granite, grain, and cattle. 
The town carried its shady reputation into the 20th century. During the 20s and 
30s it served as a hideaway for members of organized crime syndicates and a getaway 
for jaded celebrities. 

That's a pretty colorful history, but things really got interesting in the 19605, 
when Kaiser Development Company bought up the 97,500 acre Vail Ranch for 
residential, commercial, and light-industry uses—you can see where this is heading. 
Kaiser developed a master plan, which was reviewed and updated by the County of 
Riverside after Bedford Properties, Inc. bought out Kaiser's interests in 1986. 

Most of the information we'll be working with is taken from the “South-west 
Area Community Plan Draft: Environmental Impact Report No. 217," prepared by 
the County of Riverside Planning Department. You couldn't ask for a better case 
study on which to base a scenario. 

In November, 1989, roughly a quarter of the study area was incorporated into 
the newly formed City of Temecula. A city council was elected, and the battle 
between pro-growth and no-growth advocates was joined. Come with us now to 
those thrilling days of power struggles and recall elections as you play the Simecula 
2000 scenario. 

Since this is a home-grown scenario, you'll have to lay out the city yourself 
and accept several constraints on your play in order to simulate some of the 
problems with development in Simecula 2000. 


Don't Touch Me There! Sensitive Areas 


One major recurring theme in the development of the City of Temecula is the need 
to protect sensitive and irreplaceable resources. Residents of Temecula who had 
followed the environmental crusades of Greenpeace and the Sierra Club in the 
newspapers have found that they have ecologically and historically sensitive sites 
right in their own back yards—sometimes quite literally. 

Native American sites are everywhere. Heavy equipment operators have to be 
extremely alert, because they never know when the next shovelful of earth will turn 
up some invaluable evidence of the Valley's former residents. In areas of the Valley 
where previous finds have been particularly rich, excavation crews must have an 
archaeologist on site whenever earth is being moved. 
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Archaeological sites in the Temecula Valley 


Paleontologists are also concerned about development ín the Temecula area. 
Rich Pliocene fossil beds abound in the Valley. They bear important witness to the 
development of antelope, horses, mastodons, rabbits, and other mammals. Many 
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of these strata have been uncovered in the course of residential and commercial 
development. 

More than nine species of rare plants grow in the Temecula Valley, and four 
rare species of animal make their homes in or near it. These animals include the 
bald eagle in the area surrounding Lake Skinner. Brother Eagle is doing quite well 
right now, thank you, but you wouldn't want to mess around with our national 
symbol now, would you? The Least Bell's vireo, the orange-throated whiptail lizard 
near the San Diego County line, and the Stephen’s kangaroo rat—right spang in the 
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middle of the current development area, are the creatures you really need to watch 
out for. 

While it's not impossible to dig a backyard swimming pool or lay the | 
foundation for a new garage in the Valley, you can see that bringing in a major 
project on time and within budget could be a pretty tricky undertaking. The key to 
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managing development without losing these precious resources has been to take 
things slowly. It has meant creating compensatory preserves for wildlife and plants 
outside the development area and halting development when necessary. 


Reality Check In SimCity 2000, there’s no provision for protecting sensitive sites. The 
Sims will boo if you bulldoze the forest, of course, but none of the city council or 
even the shy and shadowy engineers will try to stop you. To simulate the sort of 
environmentalist pressure experienced by developers in the Temecula Valley, we're 
going to ask you not to alter the terrain. No land leveling, no terrain raising, no 
dam building, and no blowing up those little slips and mistakes we all make. Dezone 
all you like, but otherwise lay off the bulldozer—OK? Having to take things as they 
are and to plan ahead should give you some idea of what it's like to try to get a 
municipal building project off the ground in Temecula. 


To Your Health: Services 


In SimCity 2000, CitiSims get what you give them in the way of services. If you fail to 
provide adequate health care‚ good schools, pollution control, parks, or power, your 
city will dry up and blow away, but the final decision on any of these items is yours. 
In Temecula, the voters, the county plan, and the administration all influence the level 
of services available to the public. Civic leaders have to ponder the calculations of urban 
planners whose formulae project the demand for city services. When you take over 
Simecula 2000, you'll have to take many of these elements into consideration. 


Sims in White: Hospital Districts 
Simecula's hospitals each provide 1,000 beds for ailing Sims. Their level of staffing 


varies with their level of funding, and their location is entirely up to you. That's 
not the case in many a city. The normal goal is to provide 
2.5 to 3 licensed beds for every 1,000 people. In fast-grow- 
ing areas, the ratio is often out of whack, and it's up to 
planning agencies to seek a balance between private and 
public health care providers in order to keep close to the 
desired level of service. 
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The Temecula area is expected to harbor a population of over three-quarters 
of a million souls when it reaches full development. The plan approved by Riverside 
County mandates 2,290 licensed hospital beds, just about enough to satisfy the 
estimated demand. Current facilities can't provide anything approaching that level 
of service. Today's population doesn't require it. Community leaders have to keep 
the future in mind, though. They have to see that private facilities have the 
incentive to expand, and they have to ensure funding for the public hospitals 
already in operation and those to come as well. 

Riverside County planners have recommended that hospitals, nursing homes, 
and schools not be built near sources of pollution. That provision rules out any sites 
near the primary industrial and commercial zones. 
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Reality Check When you play the Simecula 2000 scenario, you'll have to keep two 
things in mind: land use restrictions and the hospital-bed-to-population ratio. As 
your city grows, you'll have to open new hospitals to keep as close to the 3 beds per 
1000 ratio as you can. Check the population graph on an annual basis—in Sim 
years, of course—so you'll know when it's time to search out a site for your next 
hospital. 

With 1000 beds per facility, SimCity 2000 hospitals are huge. It may be some 
time before your Commissioner of Health and Welfare can convince you to make 
the investment. By and by, though, the CitiSims will demand a hospital. Open those 
free clinics to ensure that they're getting adequate health care. Teach them all CPR 
and keep the kids off of drugs, and it'll make the wait easier. 

When you're finally ready to break ground, remember that you'll have to put 
the hospital out on the edge of town or right in the middle of a residential zone. 
Consider putting a belt of park land between the hospital and the nearest polluters. 
The Commissioner will see to it that the hospitals get their funding (all of the money 
gets divided equally among them). She won't even charge the cost of her annual 
report against her budget. That's one thrifty lady. 


School Daze 

Education is one of the most important services a community can provide for its 
citizens. SimCity 2000 allows you to build public schools that accommodate 1500 
students each, and colleges where 5000 students can take courses. 


College 


The Commissioner of Education also oversees the public library system and 
any museums the city operates, although, wonder of wonders, they won't cost you 
a penny beyond construction costs in maintenance or salaries for the staff. It's 
important to have a good education system 
if you want to mirror the City of Temecula, 
whose county-approved plan encourages 
light industry. In SimCity 2000, the success 
of a community in attracting electronics, 
publishing, and aerospace concerns is re- 
lated to the CitiSims’ educational levels. 


The Education Department'’s budget is a little more complicated than that of 
Health and Welfare. In general, colleges and grade schools divide the funds 
fifty-fifty. Individual schools then take equal shares of their division's slice of the 
pie. Somehow, the colleges often manage to grab the lion’s share of the money, 
though. Maybe the Education Czar didn't major in math, or perhaps he's slipping 
money to the library system on the side. The number of books in the libraries and 
of exhibits in the museums depends on the funding you give education, after all. 

Money is always interesting, but the problem you'll be faced with in Simecula 
involves figuring out the number of schools you'll need in order to keep those kids 
off the streets. In general, school boards, though they use all the demographic data 
available, rely for projections of future growth on a student per dwelling ratio, or 
du. Temecula’s school district, serving a population of fewer than 100,000, uses a 
ratio of .25 student per dwelling. At that rate, the system expects to expand from 
7000 to 15,000 students over the next five years. 


Reality Check To determine the number of schools Simecula 2000 will need at any 
stage in its development, you'll have to do a little math. 

Pause the game while you're counting. Get the total population size from the 
City Size line on the line graph and divide it by 2.8, the highest number of persons 
per dwelling used in the Temecula studies. That will yield the number of dwelling 
units in Simecula. Multiply that number by .25 to get a guesstimnate of the number 
of students in Simecula. 

Each SimSchool will accommodate 1500 children, so divide the number of 
students you calculated by 1500. Congratulations! You've just done the sophisti- 
cated calculation on which you’ll base the number of schools you'll need for your 
primary and secondary school systems. 


School 
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You can raise the educational level of older Sims by adding a pro-reading 
campaign to the roster of city ordinances. Add a college when you can afford it, or 
when the Education Commissioner and/or the populace demands one. A big part 
of your tax base comes from light industry, which needs well educated workers. You 
can’t afford to have a big "duh" factor, not after you've gone to all that trouble with 
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the du ratio, so give those working age Sims a chance:to 
better themselves. Your economy will be healthier if you do. 

Once you've decided how many schools the city 
requires, you're ready to start building. Place your schools 
carefully. Remember, the county plan discourages con- 
structing schools near sources of pollution. 


Toilet Training: Handling Wastes Responsibly 
Its environmental impact report estimates that, should 


the Temecula area reach its full projected growth of 
750,000 people, an additional 47.4 million gallons of 
sewage per day would be added to the processing load of 
the sewage treatment facility. The region would be inun- 
dated, so to speak, by approximately 572,211 tons of solid 
waste per day. Some consideration has been given to establishing new landfills in 
the played-out open pit mines in the vicinity. 


Reality Check As Mayor of Simecula 2000, you're in charge of garbage disposal. The 
water mains that run under your city are also sewage lines, and you can build sewage 
treatment plants as they're needed. Nobody's going to want to live next door to 
one, of course, and they're not great neighbors for schools or health facilities, either. 
They cohabit pretty well with industry, and parks placed nearby can be irrigated 
with reclaimed water. The trick is to plan for treatment facilities as you're laying 
out new subdivisions. 

SimCity 2000 doesn't offer you any easy outs for solid waste disposal. You'll 
have to select at least one landfill site and run a road out to it. Add a zone of dense 
industry along the access road to handle recycling and disposal facilities. You might 
want to locate a power plant nearby to incinerate some of the refuse and turn it 
into energy for your city. 


Time Out: Parks and Recreation 
SimCity 2000 lets you plant both large and small parks. Small parks cover one acre 


of land; large parks cover nine. Both sizes require water pipes for irrigation, but 
neither uses electricity. In fact, electrical lines can't pass through parks at all, so 
you'll have to be careful where you put them or resign yourself to running 
electricity the long way round, which isn’t always easy in hilly terrain. Urban 
planners use an acreage-to-dwelling-unit ratio to determine the number of parks 
that a community needs. 
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In the Temecula master plan established by Riverside County, planners esti- 
mated the average population per dwelling unit for each type of residential density. 
They projected a ratio of 4 acres of park land for every 1000 persons. According to 
this projection, the area will need an additional 1163 acres of parks and recreational 
facilities to serve the projected maximum population. Unfortunately, the county's 
plans for funding maintenance of the park system were rather haphazard. In the 
spring of 1990, the City of Temecula took all its park parcels under its wing in a 
city-wide park district. As for the others… 


Reality Check There's no Department of Parks and Recreation on the SimCity 2000 
Board of Commissioners, so there's no budget for park maintenance, a major factor 
in the basic parks and rec formula. You can't do much about that, but you can try 
to keep your city’s park acreage in line with the established acreage-to-population 
ratio. Pause the game at the end of each year when the budget comes up for review. 
Make a note of your population by checking the line graph for city size. Consider 
each tile of land area to be one acre. Count up the number of acres of park land in 
the city and divide by four. Multiply the result by 1000. If the answer to your 
multiplication approximates the size of your population, you're right on the money 
when it comes to park acreage per 1000 Sims. 


Short Circuit: Electrical Demand and Pollution 

Everybody needs electricity. People are composed mainly of water, an excellent 
conductor of electricity. Moreover, we need power for our homes, our businesses, 
and our industry. Sims, being basically electronic life forms, are even more depend- 
ent on electricity than we are. People may get by, even thrive, without electricity, 
but Sims can't survive without it. Try laying out Simecula 2000 without a source of 
power. Not a single Sim will move in. 

SimCity 2000 offers a wide selection of energy choices, including windmills, 
hydroelectric dams, and solar power plants. It also offers those two old high-pollu- 
tion standbys, coal and oil fuel plants, and clean but scary fission facilities. 
Microwave and fusion plants will become available during the playing-life of 
Simecula 2000. 
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Temecula itself uses traditional fossil fuel burners (Shudder, you environ- 
mentalists) for its electricity. The volume of emissions in pounds per day that are 
projected for a fully developed Temecula Valley are scary. What's scarier is that 
they're deemed acceptable. 

The problems with traditional power production are compounded by the 
potential exhaust emissions of the cars that will infest a fully developed Temecula 
Valley. Motor vehicle emissions will jump from 29,000 pounds of carbon monoxide 
per day to 372,368 pounds per day. Nitrogen oxides will go from 7967 pounds per 
day to 152,270 pounds. Gasp. 


Reality Check SimCity 2000 is relatively accurate in its handling of power generation. 
The pollution factor for SC2K coal plants is commensurate with the Temecula 
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Existing and projected power stations 


projections based on 6081 kilowatt hours per year provided for each dwelling, 36.6 
kilowatt hours provided per square foot of office or retail space, and 10 kilowatt 
hours provided per square foot of manufacturing space per year. 

Here's one place in the Simecula 2000 scenario where you can make life a 
whole lot better for everyone. Create the city as it exists today, then save it. Play 
from your save, adding conventional coal or oil fuel plants as they're needed. Save 
the city and return to your original Simecula 2000. Play it again, Sam, substituting 
“clean” power plants for the old standbys. Which city would you rather live in? 


The Simecula 2000 Scenario 


Temecula is a fast-growing boom town on the threshold of the 21st century, located in 
an environmentally and historically sensitive region. Your goal is to build a population 
of 50,000 people with only moderate pollution within 40 years of game time. 

Try building your city under the following conditions: 


1. Start a new city. Choose the Easy option, which gives you the most money 
to play with. Begin in the year 2000. 


2. Create a diagonal road running from the upper-left corner of the map to- 
ward the lower-right corner. This represents Interstate Route 15. You can 
build an actual freeway if you like, but Simecula is an expensive endeavor, 
and you'll be in debt from the git-go if you spend your money on roads. 


3. Place a power plant on either side of the freeway. You won’t be able to 
string power lines across a diagonal road, so you'll need a plant on each 
side. 


4. Lay in two roads running north and south, an equal distance apart. Those 
are the main feeders into the freeway. 


5. Start with industrial zones southwest of the freeway and commercial zones 
northeast of the freeway. This is in keeping with actual land use in Te- 
mecula. No bulldozing, now. You promised. 


6. Limit hospitals and schools to the north and west quadrants of the map, as 
recommended by the county planners. 


/. On the outskirts of the city, select an area for your city dump. Give it an ac- 
cess road and some industrial zoning. 
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Sim Town, Any State, U.S.A. 


Will Wright once stated that his objective in creating the SimCity series of games 
was to get people to think about their own cities and the processes that were 
affecting them. You can use SimCity 2000 to lay out your own home town. You'll 
learn a lot in the process, and you may even be moved to put something back into 
the place you call home. 


Easter Eggs 


To: Office of the Mayor 
From: SimCity 2000 Planning Commission 


Investigative Unit 


Hidden away inside of computer programs from time immemorial are little 
giftys awaiting their discovery by anyone clever enough, or lucky enough, to come 
upon them. They're known as Easter eggs—tiny messages, jokes, animations, credits, 
you name it— whose only purpose is to be discovered, just like a painted egg beneath 
a sofa cushion on Easter morning. 

Easter eggs differ a bit from the little, low-probability events and occasional 
items that can appear on screen, although those sometimes are given the Easter egg 
label. A proper Easter egg is buried much deeper than that. 

SimCity 2000 has its own share of these hidden surprises; some are for fun 
and some for allowing SC2K players to get a little easy money on the side. These 
little features tend to change a bit over time and from game version to game version, 
but they're always around. Most likely you'll have to be a programmer, or someone 
who understands how to read programming code, to come upon them on your 
own, but not necessarily. 
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The following is a collection of SC2K's bigger Easter eggs as of the beginning 
of 1994 and from the first DOS and MacIntosh releases of the game. It is possible 
that these will change or be replaced later and that new ones will be added. They 
are, however, à good sample of the things you might find when you spend some 
time checking under the hood. 

All of the eggs in SC2K are reached by the same method. At any point during 
the game you can type the following words, or sequence of words, and something 
unexpected will happen. To keep suspense high, we'll begin with the less interesting 
Easter eggs and work up to the lucrative ones. 


VERS We call this the Dullsville Memorial Easter egg, and we hesitate even to call 
it one. We mention it here for the sake of completeness. All VERS does is tell you 
what version number of SC2K you're playing. 


JOKE When you type JOKE, a joke will appear on the screen. What joke? Find out 
for yourself; we don’t want to spoil it for you. 

It's not a very funny joke, and it's the same joke every time. So perhaps the 
joke isn't the joke itself, but someone typing JOKE and trying to figure out if it's 
funny or not. We don’t know; we never could understand programmer humor very 
well. And we're not sure programmers do either. 


FUND This is the classic SimCity Easter egg. In the original SimCity, if you typed 
FUND you would be able to embezzle $10,000 and get away with it. It was the 
perfect cheat for those cash-strapped years; everybody knew about it and nobody 
ever used it. 

Sure. 

FUND makes its return appearance in SC2K. It doesn't work the same way, 
however. Instead of offering you $10,000 in strings-free cash, it will offer it to you 
as a bond. 

Of course the 25 percent annual interest rate might be a little steep for 
your budget. 


CASS CASS is a cheat. CASS is a way to some extra cash. By typing CASS, you 
allow\plain SC2K to credit anywhere from $250 to $2000 to your city’'s account. 

Sound too good to be true? It is. 

When you type CASS, there is about a 1 in 15 chance that you will get 
something other than the cash. A firestorm is one of the goodies. Toxic clouds are 
the other. And since such disasters follow the real and true laws of the universe, 
they will always seem to sting you more often than probability allows. 

With a lot of patience, you can use CASS to generate a decent amount of 
money. Save your city first, then invoke the CASS cheat. If you're successful, try 
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again. If firestorms and toxic clouds aren't to your liking, just load your saved game. 
If you have nothing better to do with your life, you can do this for a long time. 


PORN TIPS GUZZ ARDO Around Maxis, this is known as the "mega-cheat.’ It is never 
referred to by the "P" word. It appears in the MacIntosh version of SC2K and is 
rumored to be slated for removal. This may, or may not happen. It is also scheduled 
not to appear in the PC versions. Some analogue of it will, we're sure. 

So what does a mega-cheat do? 


> $500,000 cash. No strings attached. 
> All of the awards at once. 
> Want twin arcologies in 1901? No problem. 


> Want a dozen mayor’s statues littering the landscape? Type it a dozen times and 
they're yours—along with $6,000,000. 


The only downside to the mega-cheat is that you're never offered military 
bases after it's used. 

But does the mega-cheat take all of the fun and challenge out of SC2K? 
Perhaps. Perhaps not. With that much money, people can build enormously 
creative and fantastic cities. Can experiment to their heart's content. Can use it 
to design, much as with a spreadsheet program, elaborate “what if?" scenarios 
effortlessly. For some people, the ability to take SC2K where no one has gone 
before might be the ultimate playing experience. For others, the entire concept 
of a cheat function is abhorrent. 

A human being has the capacity to make choices. To use or not use the 
mega-cheat is your decision. 


Note: The bad news is that the programmers at Maxis make a habit of changing 
the cheats in SC2K whenever too many people become aware of them. It is possible 
that the copy of the game that you possess contains a different mega-cheat. It's 
impossible for us to keep up with the changes in this book. 

The good news is, as soon as these new cheats are discovered, they almost 
instantly appear in the game sections of the major commercial online services, and 
on many local bulletin boards (BBS). You can usually find the latest cheats on 
CompuServe, America Online, or Prodigy. At the same time, you will discover that 
there are software-cheating utilities available to do the money laundering for you. 

We know you would never take advantage of these. 
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joling Around Town 


P à p \ 8 in f En 
To: Office of the-Mayor” OE 


From: SimCity 2000 Planning Commission 


Yer Honor: 


erving as the mayor of any city is a much more difficult job than anyone 
hasn't done it before can imagine. While we admire your willingness to take 
his important and necessary task, by unanimous vote of the entire Planning 
imission, we want it to be firmly understood that we don’t envy you the task. 
It is our duty as members of the SC2K Planning Commission to ensure that 
etropolis grows in an orderly and successful manner and that prosperity is 
companion at all times along the way. Our other companion, of course, is you. 
charter provides that the primary mission of the SC2K Planning Commission 
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is to advise the mayor in all matters of development and public policy. The actual 
implementation of all policy, of course, is in the hands of the CGO—the chief 
governmental official. 

That's you. 

For that reason, it is imperative that you be thoroughly acquainted with all 
the means provided for maintaining a fully functioning and growing metropolis. 
These are accessed through the toolbar that appears onscreen at all times—it’s the 
long thingey full of icons, those little pictures—and through the menu bar across 
the top of your computer screen. These are the tools of your mayoral trade. 

We have put together for you the following document in order to help familiarize 
you with the day-to-day “hands-on” aspects of running this city and with the sources 
for equipment and information that are at your disposal. Please feel free to call upon 
any of you commissioners if there is anything else you might need to know. 

We are at your disposal. 

First though, we'd like to gently and unobtrusively point out to you one of 
the most important features of SimCity 2000. It’s the Help icon—the Question Mark 
at the bottom-right corner of the toolbar. 

All this icon does is tell you how to get information on anything—absolutely 
anything—about your city and the tools that keep it running. Just click on it once. 
The Help icon is easy to overlook, but there’s the equivalent of a manual hiding 
behind the scenes in SC2K just waiting for you to point the simula- 
tion’s cursor at something—anything—and then hold down the SHIFT etn 
key while clicking the mouse. Let's repeat that a little louder, now. 
When in doubt, POINT, then sHIFT- CLICK. 

You'll Be Glad You Did. 


Your Day on the Job 


Good morning, Yer Honor. We hope the coffee was hot and strong. 
Once you're awake enough, run the Official SC2K program. It's time 
to begin working. 

Your day always begins the same way, with the question, “What 
am l going to do today?” 

Let's pave the way for some new construction—figuratively, 
that is. Take a look at the toolbar that runs along the left side of the 
screen. It contains almost everything you need to make your mayoral 
dreams come true. 


The Bulldozer Icon 
This icon is a great way to undo the mistakes made by someone who's 
dozing on the job. You can get rid of those misplaced zones and roads 
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or alter the landscape by raising, lowering, or leveling terrain. Be sure to wear your TI 
hard-hat when you're working in built-up areas, though. You may run into some _ Around Town 
unstable patches of ground and level your favorite football stadium by accident. ke 
Demolition work and dezoning are cheap, but you'll need a fat purse if you want an 
to change the lay of the land once your city’s off the ground. Terraforming before ĳ 
you start is cheaper and less perilous. 
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The Landscape Icon 
For a price, you can replace the trees and wetlands that your heavy industry just 


built over, making your city more attractive to the eye and lowering pollution levels. 


The Dispatch Icon 


Ordinarily this button is ghosted over and can't be activated, but, when a disaster 
occurs, this ghost comes to life and allows you to dispatch police and fire units to 
help save property—and lives. If you have any military base except for missile silos, 
you'll also be allowed to dispatch military units to bolster your emergency services. 


The Power Icon 
Power to the people! Or at least their zones. With this icon you can select a power 


source for your city and run electric lines from it to light up the lives and the houses 
of your Sims. With as many as nine different types of plant available, you can choose 
one that is in accord with the era in which you're playing, your personal preferences, 
and, of course, your budget. Info on the various power plants appears at the push 
of a well-marked button. 


The Water Icon 


“Water, water everywhere, and not a drop to drink.” You can use this icon to rectify 
that situation by judicious placement of water pumps, desalinization plants, and 
pipes to hook them up. You can also plant water towers to cut into those pesky 
water shortages and place sewage treatment plants to clean up your act. 


The Awards Icon 
Another ghost in your city’s machine. This one pops up now and then like the Easter 


Bunny to reward you for your magnificent work on behalf of your SimCitizens. 
While awards may seem as random as the numbers on a winning lottery ticket, 
they're actually geared to the level of population in your city. 


The Roads Icon 
Without roads, Dear Mayor, you ain't goin’ nowhere. Sims need to get around. You 


can give them roads and highways, on ramps and tunnels, and for those who favor 
public transportation, bus depots. 
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The Rails Icon 
Don’t just rail against the fates, solve those traffic congestion problems with this 


prescription: start a railroad or subway line, complete with depots and stations. 
There’s also a sub <—> rail connector option that lets you take your railway 
underground and back up again. 


The Ports Icon 

Any port in a storm, they say, but you'll want to do some thinking before you cough 
up the bucks for seaport or airport zoning. Seaports aren't really profitable until 
your city reaches 10,000 souls. They need water 100 feet deep close inshore to allow 
big ships to dock. Airports have to be 6 tiles long by 4 wide before the Sims will 
build on them. They're not a very high priority until you've got about 15,000 
travel-hungry Sims in town. 


The Residential Zoning Icon 

You can have your home, sweet home zoned just the way you like it—light or dense. 
Light residential zoning restricts your Sims to single-family housing. Dense residen- 
tial zoning lets them put up apartments and condos as well. Dense zoning gives 
you a better tax base, but your Sims may be more easily led to a life of crime in the 
projects than in the ’burbs. 


The Commercial Zoning Icon 

Much like residential zones, commercial properties come in two varieties: light and 
dense. Light commercial zones tend to fill up with gas stations, convenience stores, 
bed-and-breakfast inns, and small office buildings. They don’t contribute as heavily 
to pollution. Dense commercial zones give you more of the same, plus office towers, 
corporate headquarters, and drive-in theaters that all show the same movie—"Anty 
Maim." You'll have to weigh the higher tax revenue and the cool looking buildings 
against the higher crime rate that dense development fosters. No World Trade 
Center, no World Trade Center bombings. It’s as simple as that. 


The Industrial Zoning Icon 

Once again, it's light or dense. Take your pick. You'll get a sprinkling of warehouses, 
chemical storage facilities, and industrial substations with each, but if you hanker 
for those big, black three-stack factories or industrial thingamajigs, you'll want to 
put your zoning funds into high-density industrial. Dense industrial zones also 
contribute substantially to pollution and crime. 


The Educational Services Icon 
"1 think, therefore 1 am," so think ahead. A third grade education may be just great 
for factory workers and Seven-Eleven clerks, but if you ever want to attract high-tech 


industry and big business to your burg, you'd better throw some money into 
education. The Educational Services icon allows you to put education on your city 
map in the form of schools, colleges, libraries, and museums, thereby increasing 
the EQ (educational quotient) of your population. 


The Health and Safety Icon 


As your city grows, you'll find you need the help of Sims in uniform to serve and 
protect your population. Choose from police and fire stations, hospitals, and 
prisons. They each come equipped and staffed as fully as your funding allows. Police 
stations and prisons help reduce the crime rate in your city. Fire stations cut down 
your chances of experiencing a major fire. Hospitals raise the level of health and 
the life expectancy of the population. When disaster does strike, each police and 
fire station will provide you with one emergency response unit that you can 
dispatch to the scene. 


The Recreation Icon 

All work and no play makes Jack a dull boy, but Jack never dreamed of all the things 
recreational opportunities can add to a community. Large and small parks improve 
the quality of life for your Sims by beautifying their neighborhoods. They also cut 
down on air pollution and raise property values. Zoos, stadiums, and marinas 
provide entertainment. Since most Sims have more fun watching football than they 
do robbing banks, these facilities help reduce the crime rate as well. Parks are cheap 
thrills, but you'll have to start saving your pennies if you want to have a stadium 
in time for the opening day of your favorite sport. 


The Place Sign Icon 

This is a handy feature for those children of Adam who take the naming of things 
seriously, and for those dim-witted mayors who can't find their way home to the 
old mansion after a hard day at City Hall—or who can't find City Hall itself, for 
that matter. Just place your sign on or near the item you intend to immortalize and 
type in the name. Some previous mayor must have instituted a billboard ordinance, 
because the number of signs you can use is limited. 


The Query Tool Icon 

It may not be the answer to your prayers, but the Query icon can give you the 
answers to a lot of questions like “What is that big white tower with the swimming 
pool on top?” or "Just how much crime does a three-stack black industrial thinga- 
majig produce?” The Query icon lets you in on the specifics of your city. You can 
find out about the zoning, the land value, or the pollution level of any tile on the 
map. It's the tool to turn to when you have a question about what you're looking 
at, as opposed to how to deal with it. 
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The Rotate Glockwise/Counterclockwise Icons 
Here's a twofer that’s great for getting a new perspective on things. One rotates the 


city screen 90 degrees counterclockwise, the other rotates it 90 degrees clockwise. 
These buttons are a great help when you're laying roads or tracks around a 
mountain, but they can sure leave you disoriented. You will appreciate that sign on 
the mayor’s mansion after seven or eight of these screen-wrenchers. 


The Zoom Out and Zoom In Icons 
Bet you can guess what these two icons do. Right! They let you back off to get the 


big picture or get right up close and personal for a more detailed look. 


The Center Display Icon 
With a push of a button, it centers the screen wherever you click it. It also lets you 


move across the map more quickly than with the scrolling process. 


The Map Display/Window Icon 


Like several other icons below the zoom-and-center belt on the toolbar, this one 
lets you open up one of the window displays in the menu bar. When you open them 
from the toolbar, the maps are a little slippery. If you don’t want the display to fold 
up and vanish as soon as you lighten up on your clicker, you'll have to drag it away 
from the toolbar. You'll find the same problem with several other icons in this region 
of the toolbar as well, so don’t forget the click-drag trick. 

Once the window is holding steady, click the upper-right corner to enlarge 
the map. Now you're ready to open it up. 

In this case, opening up isn’t really a figure of speech. The map window offers 
you a jillion different ways to look at your city, just in case the main city screen isn't 
enough for you. All you have to do is click on the button that appeals to you from 
the row of 10 at the left side of the map. As you click, be sure to hold your mouse 
button down for an instant, just as you do with the other icons on the toolbar. Yes, 
some of these buttons have submenus, too. Let's sample a few items. 

The top button shows you a thumbnail sketch of your city, with its structures 
limned in black. Undeveloped areas are shown in shades of brown, green, and blue, 
for altitude, trees, and water. This button will also give you a map of the zones in 
your city, color coded for your viewing enjoyment. 

Below that button is one that will display, depending on the submenu you 
choose, your roads or rails in white, or areas of traffic density in shades of gray. As 
with clouds, the darker the gray, the worse conditions are. 

Third in the line-up is the Power Grid button. In a single window, it shows power 
lines in white, colors powered areas yellow, and paints trouble spots bright red. 


Following power, you'll find water, or a water shortage, as the case may be. 
This map colors areas with adequate water yellow. Fortunately, you don't have to 
drink it. Red is the color of a troubled water system. 

The button with the little family on it lets you check up on the gray areas of 
population density or clues you in to which zones are growing and which are losing 
population. Green means growth. Guess which color means Sims are moving away. 
Red? Right! 

Returning to the button bar, you'll find a little villain behind bars. He's hiding 
information about the crime rate in your city. Be firm with him and he'll map out 
your high crime areas in dismal shades of gray, show you how wide an umbrella of 
protection—the legal kind—each of your police stations spreads over your popu- 
lace, and show you exactly where each station is located. 

If crime’s not depressing enough for you, press the next button and get a load 
of pollution. Gray is, once again, the color of shame. 

When you want to give your spirits a lift, tickle the land value moneybag. It's 
one of the few maps where grayer means better. 

It's time to move on to The Edifice, where you can look into your fire coverage 
and pinpoint the locations of fire stations, schools, and colleges in your town. You'll 
just have to memorize the addresses of your hospitals; they're not mapped. 

The last button can be either maddening or amusing, depending on how well 
you handle information overload. When it's pushed, it causes the main city screen 
to mimic, more or less, each little map your nimble mouse superimposes on it. These 
displays look pretty neat, but the toolbar and the map, and any other informational 
icon you've got open at the time obscure your view of the big picture. Try it. You 
might like it. 


The Graphs Display/Window Icon 

Here's another button that will spread out a banquet of information before you 
once it's dragged away from the toolbar. Like the Map icon, it lets you access a menu 
bar window by the back door. This time the display features an array of line graphs, 
16 in all, that’]l clue you in to the state of affairs in your city, your neighboring 
towns, and the SimNation as well. View them all at once, one by one, or in any 
combination. 

Here are a few tips on what you're looking at. City Size indicates, not acreage, 
but total population. It's broken down into Residents (the stay-at-home popula- 
tion), Commerce (workers in local service industries), and Industry (workers manu- 
facturing goods for external markets). Traffic is the average number of cars per 
minute on all roads, highways, and bridges. Pollution indicates the level of air 
pollution, in parts per million. Value measures the average land value of a city block, 
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calculated in thousands of dollars per lot. Crime tallies the annual number of 
incidents per thousand Sims. The Power% shows you how much surplus power you 
have on hand for future development. The Water% tells you how much extra water 
you've got floating around. Health is graphed in terms of average life expectancy, 
and Education shows you the Educational Quotient of your population. You can 
compare it to the national quotient of 100. Unemployment is pretty straightfor- 
ward. It's the number of local Sims who are seeking work. 

The last three graphs don’t directly affect your city unless you like floating 
bonds. The GNP is the gross national product of the SimNation; the Nat’'l Pop is the 
population of same. The Fed Rate is the interest rate on bonds, and it determines how 
much you'll have to pay to carry that bond for your big, new stadium. These three 
influence each other, and they'll influence you, too, if you heed your bond advisor 
when he starts in with "Interest rates are good right now. Let's float a bond…..” 


The Zone Demand Icon 
Here's one icon you don’t have to click on to get information. This little bar graph, 


also called the RCI Indicator, has a life of its own. It's always changing, showing 
you at a glance the types of zones you ought to be creating to keep your city in 
balance. Despite its name, it doesn't tell you what the Sims are demanding, just 
what's needed in your city at any given time. 


The Population Display/Window 
Press this button to see the same three population bar graphs you can call up under 


Windows in the menu-bar. Drag it away from the toolbar and make your choice 
from the graphs that show you, by age group, the educational level of your 
population, the number of Sims in each age group, and their level of health as 
indicated by their life expectancies. 

The educational level of your workforce influences the types of business you'll 
be able to attract to your community. Breaking down the overall population by age 
gives you some idea of the services your city will require, and tells you how many 
mouths your workers have to feed. Life expectancy and overall health affect the 
prosperity of business and industry in your city. A healthy workforce is more efficient. 


The Industry Display/Window Icon 


You'll get a glimpse of 11 industries on parade in this tear-off bar graph, which also 
appears in the Windows menu. Three buttons allow you to compare the proportions 
of each industry in your city, to take a look at the national demand for the products 
of each, and to set an individual tax rate for each industry. 

A high tax rate is especially useful when you want to discourage those 
petrochemical giants from polluting your waterfront. Just tax them right out of 
town. You can also milk a few extra bucks from industries whose products are in 


great demand. They'1l gladly pay to locate in your fair city. If you're feeling generous, 
you can cut the food industry a break and keep those canning factories humming. 


The Neighbors Display/Window 

A peek at this map will tell you whether you're keeping up with the Joneses 
population-wise. It shows the populations of your town and the four towns 
surrounding it and throws in the population of the whole SimNation as well. You 
can open it from the Windows menu as well as from the toolbar. 


The Budget Window Icon 
If you're the sort of person who always likes to run the bank when you play 
Monopoly, you'll really enjoy digging into the mine of information the budget icon 
opens up for you. Whether you open it from the toolbar or the Window menu, 
you'll find that it's loaded with submenus full of financial data and advice. 

You'll be able to: 
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Raise or lower the overall tax rate or the funding levels of five municipal 
departments. 


Keep track of your city’s revenues and expenses for the year to date. 
Obtain financial estimates for the entire year. 


Audit the books of the various departments. 


AE On 


Grill your department heads. 


The budget window isn't hard to understand once you realize that being in 
the red on the SimCity 2000 books may not mean you're in trouble financially. 
Someone in the SimPrinting Office put all the year-end estimates in red just for 
kicks. The figures for the year to date are given in blue; current funds and 
end-of-the-year funds appear in sober black. Be sure to look for minus signs in any 
color before you decide your finances are in the pink. 

Your advisors are easy to understand, too. Just bear in mind that they're biased 
in favor of their own departments and use your Query tool to inspect their facilities 
before you promise them more money. The City Ordinances lady and the genial 
Bondmeister haven't got any facilities to inspect. To deal with them, you'll have to 
get out your fine-tooth comb and go over The Books. 

Ah, The Books! Almost everybody's an individual when it comes to bookkeep- 
ing. The Taxman keeps a simple record of the property tax rates he charges on each 
type of zone and of the money he receives. Without changing the overall tax rate, 
you can adjust the rates internally to give a small break to homeowners or grab a 
little bit extra from the captains of industry. Just tweak the percentage buttons at 
the bottom of the window. 
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Ms. Ordinance’s books look entirely different. You, the mayor, check which 
ordinances you want to enact, and she fills in the price tag. There are a few ordinances 
that’1l bring cash into the treasury, but Ms O may have some objections to enforcing 
them. Sometimes she and the rest of your council slip a new law or two onto the books 
while you're busy elsewhere, but only if the fiscal impact is minor. 

Mr. Bond's figures give you the bad news about your municipal debt, including 
total indebtedness, the rate of interest you're paying, the number of dollars you owe 
each month, and the cumulative total you've paid. Bond will also help you decide 
whether it's worthwhile to issue a new bond. He's got all the data you'll need: your 
city's loan rating, the interest rate you'll be paying, the dollar value of your city, 
and more. You can issue or repay bonds at the touch of a button. 

The Chief of Police, the Fire Captain, and the Head of the Health and Welfare 
Department each keep a straightforward accounting of the money they've spent or 
expect to spend. There's not much you can do with their books but read ‘em and weep. 

The Dean of Education keeps separate columns of figures on the cost of schools 
and colleges. If your grammar schools are getting consistently bad grades while your 
college is aceing all its tests, you can slip a little extra money into elementary 
education and let the frat men double up on textbooks for a while. Don’t ask Mr. 
Dean how the city librarians and the museum guards get paid, though. That’s not 
his department. 

Last on the list is the Czar of the Transportation Authority. You've probably 
already heard his gentle remonstrance: “YOU CAN'T CUT BACK ON FUNDING! 
YOU'LL REGRET THIS! He's a crabby fellow, but he keeps tidy accounts. Once you 
get into his books, there are ways to make him scream without bringing down a 
pox of potholes on your city’s streets. The Czar lists his expenditures in orderly 
columns, one for each element in the city’s infrastructure. He even accounts for 
structures you haven't built yet. If you want to drive him wild, just reduce the 
percentage of funding for all the things you haven't got. That will lower his overall 
percentage of funding in the main budget without taking any money away from 
the maintenance of the existing transportation facilities. Boy, will he scream! 


Show/Hide Buildings 
This button turns the buildings in your city off and on. Try turning off the buildings 


when you're laying roads. It helps. With the buildings off, you can also see what 
kinds of zones you have scattered around your city. 


Show/Hide Signs 


This button allows you to turn the signs in your city off and on. Unless you really 
need the signs to find your way around, you’ll probably want to keep them turned 
off while you play since they tend to clutter up your view of the city. 


Show/Hide Infrastructure 


You guessed it! This button turns on and off vour city's roads, power lines, trees, 
and so on. Frankly, it's not very useful, except maybe when you're laying pipes 
underground and the roads are in the way. 


Show/Hide Zones 
This button is a bit like the Show/Hide Buildings button. It turns off all the buildings 


except for the publicly owned ones like schools, churches, and police stations. This 
is a good button to use if you want to check on where your public services are, but 
on the whole, the Show/Hide Buildings button is probably more useful. 


The Underground 


This button allows you to view your city’s underground or return to the main screen 
if you are already in the underground screen. This is a good button to use if you want 
to scope out the land before putting in a subway. It's also good for checking on water 
hookups and checking the depth of a body of water before putting in a seaport. You'll 
probably use this button quite a bit, if only to look for water shortages. 


The Menu Bar 


What more could you want in the way of information? Perhaps you'd like to glance 
at the menu bar for dessert. You won't need much help figuring out what's what on 
the menu bar. It doesn’t matter if you're using a PC or a Mac, the menu bar looks 
and functions essentially the same in all versions of SC2K. Keyboard shortcuts are 
listed when the menus are activated; the funny-looking symbol in the Mac menus 
is just the ALT key on PC keyboards. 


Load City 
New City JEN 
Edit New Map SE 
Load Scenario 


File 


You've seen this one before; it shows up in virtually every 
computer program. It's the standard file management menu. 
It gives you the same choices you see when you open SC2K 
plus the Save, Save As, and Quit options. 


Save City 
Save City As. 


Quit 
Speed 
Your choice here determines how fast the SC2K simulation 


will run: /Pause %P 
Turtle 36 1 
llama 2 


Cheetah 5 


> Pause This can be valuable when you need to stop and 
make important choices about what to do. You'll want to 
spend as much time here as possible, especially if your working on the 
disaster scenarios. 
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> Turtle For those times when you don't want things to happen too fast. 
Use this when you're testing out the effects of something you've just done, 
or during disasters. 


Llama This is the equivalent to a normal speed: smooth, moderately 
paced, and with a loping gait. 


> Cheetah? Well, on Cheetah the game speeds up. A lot. This is for those times 
when things need to get done in a hurry, or if you're letting SC2K run 
overnight in hopes of waking up a millionaire in the morning. 


At Cheetah speed, SC2K is running as fast as possible and is not waiting for 
you to input anything into the simulation. Fact is, if you’re playing with the Auto 
Budget option enabled (see below), it could take you years of game time to analyze 
and tweak your city’s budget and ordinances. This is because SC2K is running as 
fast as your computer’s CPU-—its main processing chip—can process the simula- 
tion’s code. In Cheetah mode, SC2K becomes processor dependent; it moves much 
faster on a 486-class machine than on a 386, and even faster on a Pentium (or on 
a Macintosh Quadra as opposed to an LC or Classic). 

Much faster. 


Options 


There are four options on the menu bar. 


> Auto Budget Stops those pesky department heads from in- 
terrupting your work for budget consultations. It repeats the 
same budget from year to year. 


Options 
Auto-Budget 
/Auto-Goto 

“Sound Effects 
/ Music 


> Auto GoTo Speeds you to the scene of many, but not all 
disasters. 


> We'll let you figure out what the Sound Effects and Music options do. There 
should be some mysteries in life. 


Disasters 
The Disasters menu allows your Sims to experience a variety of random mishaps at 
unexpected moments. As mayor, you can guarantee them peace of mind by 
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selecting No Disasters, or instantly subject them to whatever awful fate you choose en 

by selecting any one of the available catastrophies. Around TENS 
Besides the disasters listed in the menu, there are a number 

of less known distasters lurking in SC2K. These are ones you can't 

control. They are: 


Disasters 
Fire 
Flood 

Rir Crash 
Tornado 
Earthquake 
Monster 
Hurricane 
Rioters 


x KS 


Nuclear meltdowns 

Microwave power beams missing their receptor dishes 
Power plant collapses 

Riots 


No Disasters 


Major riots 

Firestorms 

Oil and/or chemical spills 
Volcanos 

Major floods 


Hurricanes 


Windows 


All the windows available in the menu bar can be opened from 
the toolbar as well. You don’t have to drag them around the 


screen to keep them open if you pull them down on the menu TT 
bar, though. The Ordinance window can be opened from the Budget 
Budget window on the Menu bar or the Budget icon on the polen 
toolbar. Industry 


Graphs 
Neighbors 3H 


Newspaper 

The Newspaper menu lets you subscribe to the paper of your 
choice, though your choices are limited by the size of your city. With a Subscription, 
you'll get a copy of the paper twice a year, usually when you're too busy to read it. 
You can also elect to receive Extra editions that’]l keep you abreast of developments 
in your city and the world at large. These are often worth reading for news of new 
inventions that you may want to incorporate into your infra- 
structure. Whenever you get a paper, take a second to scan the 
opinion polls. They’ll give you some clues to the problem areas 
in your city’s administration. 


Newspaper 
Subscription 
ZErtra!!! 


o Times 


Now, Yer Honor, the keys to the city are in your hands. Courier 
ne a Herald 
May our fair city prosper and thrive under your administration. emtie 
Or else. Journal 


Picoyune 
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Toys and the Man: 
àn Interview with 


Will Wright 


ill Wright began work on SimCity in late 1984 or early 1985, but this 
was only the latest brainchild of a person with a long history of creative and 
innovative thought. Johnny Wilson caught up with him one afternoon to talk about 
SimCity, its prehistory, and its future. Following is the text of that conversation. 
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The Officiar _ WILSON: Since you are credited with creating an entire genre of game with SimCity, 
SimCity 2000 namely the software toy, I was wondering what kinds of toys you grew up with. 
Planning 


Commission 
Handbook __ WRIGHT: Well, chemistry sets were fun, but the problem was that they never gave 


you the really cool chemicals so there wasn't much that you could do with them. 
Fortunately, though, the neighbors had a pool and it's amazing what you can do 
with pool chemicals. T wouldn't want you to write anything about some of the 
things you can do with them. They can be pretty dangerous. 


WILSON: Is there anything you can admit? 


WRIGHT: 1 had this friend who was a tremendous chemist. He figured out how to 
make this chlorine-based gunpowder with a really low flash point. At one point, 
we almost burned my room down with it. 


WILSON: Any other interesting toys? 
WRIGHT: Well, also went through the typical model building period. 
WILSON: Oh, what kinds? 


WRIGHT: Mostly planes, tanks, and ships. 1 started out with the prefab plastic ones 
and eventually ended up building custom ones from balsa wood. 1 also built 
dioramas, those landscapes for toy soldiers. I was particularly interested in building 
World War II dioramas. Actually, because of the gobs of technology they could base 
models on, 1 started getting interested in reading about the technology behind the 
vehicles and, at the same time, I became interested in WWII history and accelerated ’ 
the learning curve. 


WILSON: Did you ever play with erector sets? 

WRIGHT: Actually, 1 did, but 1 soon went from erector sets to that stock aluminum 
you could buy at hardware stores. It was cheaper and more flexible than buying 
more and more erector sets. Especially when 1 started getting into building robots, 
that became my material of choice. 


WILSON: How old were you when you were building these robots? 


WRIGHT: By that time, I was about 16 or so. 


EE 


WILSON: How did you power these robots? 


WRIGHT: [used to order motors from these surplus store catalogs. At that time, the 
government was unloading a lot of surplus jet aircraft and you could get these great 
DC motors that were about 400Hz and sold for twenty to thirty dollars, even though 
they had originally cost the government several hundred dollars each. Oh, I also 
found that cordless drills were a great source of motors. You could get four or five 
amp motors with incredible torque from cordless drills. 


WILSON: So, what brought you from chlorine gunpowder and electric robots to 
computers? 


WRIGHT: It wasthe robots that actually got me into computers. After all, you have 
to have controllers to make robots really work and I needed the computer 
knowledge to make the controllers work. One robot 1 built had a combination 
walkie-talkie and modem that I fixed up to work as a wireless modem-link. That 
let me control this robot by remote control. When I was 18 or 19 years old, 1 
used an Apple II to interface with a robot that I'd equipped with a Polaroid range 
finder. It was pretty interesting because it could actually map the room. 

Later, [ tried putting one of those little Timex Sinclair computers onboard the 
robot, but 1 couldn't ever get it to be stable. Since it used the same grounding as the 
robot's motor, it would reset the computer every time the motor turned on. 


WILSON: Did you enroll in courses on computer programming in order to learn how 
to program or were you self-taught? 


WRIGHT: Most of my computer knowledge was self-taught, but I did take a few 
courses in computer programming. Most of them were taken in New York City in 
a place called the New School for Social Research. It was located right next to NYU. 


WILSON: How did you end up there? 


WRIGHT: I had been in school in Louisiana for a few years, but the structured 
university approach didn't agree with me very much. [ would keep getting excited 
about certain areas of knowledge, but the professors were always assigning other 
things. On my own, [read some articles by Mark Chartrand and discovered that he 
was teaching courses in the commercialization of space. The whole concept 
sounded very interesting to me. So, when it turned out that these courses were in 
New York and being taught at this school, I moved to New York and got an 


199 


Toys and 
the Man: 

An Interview 
with Will 
Wright, 
Inventor of 
the Software 
Toy 


200 


The Official 
SimCity 2000 
Planning 
Commission 
Handbook 


sr ee 
Nan 
ás 


apartment there. At the same time as 1 was taking Chartrand'’s courses, 1 was taking 
a lot of programming courses. 

New York City was great. They had great surplus stores downtown and I would 
go down every day and rummage through the things. [I'd buy all kinds of stuff and 
bring it back to create more robots. 


WILSON: Since you mentioned your course work in the commercialization of space, 
I can't help but wonder if your robotics interest was geared toward robots in the 
home or in space exploration? 


WRIGHT: 1 was always interested in the home robot. There were so many interesting 
things they could do. Unfortunately, they didn't do much good if you had to have 
a human being there controlling them, so there needed to be a program behind 
them that could free up the human being. It didn't take long before I realized that 
it wasn’t the hardware, but the software which was the real challenge. As soon as Il 
came to that realization, my incentive to build robots lessened and my incentive 
to create software increased. 


WILSON: So, how did you end up moving from the idea of creating software in 
general to creating games? 


WRIGHT: At age 21, I moved to California to be with Joell, the woman who was to 
become my wife. I was playing a lot of computer games at the time, like FS1 Flight 
Simulator and Computer Ambush. Since 1 was getting totally into software, I 
decided to do a computer game to support myself and get more familiar with Al 
and assembly language. The Commodore 64 had just been announced at that point 
and 1 decided to learn on that platform in order to exploit the window of 
opportunity. 1 started playing around with ideas and Raid On Bungling Bay came 
out of that. 


WILSON: So, the economics caused you to change from an Apple II to a Commodore 
64 programmer? 


WRIGHT: Not really. I was using the Apple Il as my development system. Since the 
Apple had been around for so many years, there were much better programming 
tools available on it. l simply wrote a patch so that everything I compiled could be 
converted at the push of a button. 1 never actually wrote anything on the C-64. 
Frankly, it was my desire to avoid the Commodore disk drive entirely. 


WILSON: 1 can't help but wonder if the original SimCity was developed for the 
Commodore in the same way? 


WRIGHT: The original Commodore version was, but 1 wrote new code for the 
Macintosh version. 


WILSON: About how old were you when you wrote Raid on Bungling Bay? 


WRIGHT: 1 was 22 at the time. Of course, by the time I was getting near the end of 
the project, IT had built an editor in order to create terrain tiles for the cities which 
were to be bombed in the game. By the end of the project, 1 discovered that I was 
having a lot of fun playing with the editor, more fun than blowing up the islands. 
I kept playing with it, even after the game was done. In fact, it was a lot like building 
the little dioramas in my youth. 


WILSON: So, was it the science fiction story by Stanislaw Lem about Trurl the construc- 
tor or playing with the terrain tiles that actually inspired SimCity? I think you said I 
messed up the chronology in the introduction of the previous edition of this book. 


WRIGHT: 1 think I had actually read The Cyberiad, the collection with the Trurl story, 
years before, but I reread it about the period 1 was playing with the terrain tiles. It was 
just enough to give me the strange idea that [ ought to try to make them come to life. 


WILSON: Then, how far along was SimCity when your neighbor got involved? 


WRIGHT: It was fairly far along when I showed it to him. Bruce Joffe is an actual 
urban planner and he got all excited about it. Since he had studied under Jay Forester 
at M.LT., he was able to slip me a lot of books on urban dynamics. 


WILSON: _Wnat was the hardest part of creating the game? 


WRIGHT: 1 don’t think it was developing any particular model. The hardest part was 
balancing the different models together. We had a crime model, traffic model, power 
model, economic model, population model and so forth. The challenge was to 
juggle the resolution of each individual calculation so that they fit together correctly 
and were measured in a synchronized time pattern. 


WILSON: What do you consider your most elegant design solution? 


WRIGHT. There were a lot of things in there where I would start out with an algorithm 
that was okay, but then I would keep coming up with ways to improve it. In particular, 
[ had to spend a lot of time on the power model and the traffic model. 

One decision made early on that I was really happy with was the economic- 
based system in which land value was central to the way everything integrated 
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together. It made the overall model less stable, more dynamic and hence, 
more realistic. Some people call it "Life on the edge of chaos.” I thought it 
was very effective. 


WILSON: Were you surprised at how much SimCity has been put to serious uses? 
After all, it's been used in college courses and by real planners. That isn't exactly 
what you expect from a game. 


WRIGHT: I was surprised at all the uses for it, but as 1 was researching it, 1 was sort 
of surprised that no one had done it before. 1 had seen extremely detailed traffic 
models, housing value models and population/demographic models, but 1 had 
never seen anything that really tied them all together. I guess that makes sense. 
They were having a hard enough time getting the separate models to work that they 
weren't ready to create a comprehensive overview. The same thing was true in my 
SimEarth research, as well. 

What I discoverd was that a lot of urban experts are so specialized that they 
have created walls in their heads. For example, there are power experts who don't 
know anything about water and don't want to know. There are traffic experts who 
don’t know anything about power and don’t care to know. The truly amazing part 
of SimCity is the comprehensive way everything pulls together and relates to other 
facets of the model. 


WILSON: Speaking of real-life uses for SimCity, your company has set up a special 
division to create simulation systems related to reality-based models. Do you 
consult with Maxis on any of these special projects like the SimRefinery you were 
creating for Chevron? 


WRIGHT: 1 work at the design level on some of these special projects. 1 usually talk 
to the designers and give them some pointers for approaching certain types of 
algorithms. 1 don’t usually work on the coding level unless I can give them some 
piece of programming from SimCity or SimEarth that might model something they 
need in a SimRefinery. 


WILSON: Is there a lot of demand for these special projects? 


WRIGHT: _I would rather say that interest in these vertical projects is extremely high. 
Ï don’t consider it demand until people are willing to plop down the appropriate 
amount of money. It remains to be seen what the demand actually is. Of course, 
the demand is tied to what we can actually do. 


WILSON: Getting back to the game itself, is there any advice you could offer to 
beginning players? 


WRIGHT: When 1 play it, it is all land value, land value, land value. It's just like the 
old real estate cliché where there are three rules to success: location, location, 
location. SimCity is very much a spatial game. Just as in chess, both sides may have 
the same pieces on the board, but the bottom line is how they lay out. You could 
have two cities with the same number of identical zones and terrain, but it is the 
way it is laid out that counts. It's a living jigsaw puzzle. 1 think it's really interesting 
to note how they relate to each other. Of course, when Í say land value, I'm talking 
about creating positive cash flow and covering the expense of your infrastructure. 
That’s the way most people play the game. 

Now, [ also like to pick a spot on the map and use my imagination to put 
myself on the street corner and try to figure out what it looks and feels like. I try to 
imagine what different spots in the city feel like. [ pick out my favorite spots and 
then try to figure out what [ like about them and why. 


WILSON: Is that where you got the idea for putting customized signposts in 
SimCity 2000? 


WRIGHT: _ractually got the idea for the signposts from some research by Kevin Lynch. 
His research shows that people map cities mentally by creating certain landmarks. The 
sign idea in SimCity 2000 reflects this mental mapping. Some are famous landmarks, 
but some are personal landmarks. The other interesting fact is that distances shorten 
in one's mind as we become familiar with the routes we regularly take. [ wanted to be 
able create a mental map in the players’ minds that would personalize the maps. It 
makes a much bigger impact to say that there is a fire in Brooklyn Heights than it does 
to say there's a fire in the upper right-hand corner of the map. 


WILSON: Speaking of the new game, why did you return to SimCity when your 
company is successful enough that you can do anything you want? 


WRIGHT: Well, the good part about writing SimCity 2000 is that I'm getting to add all 
this stuff that I really wanted to add to the game and that people wanted me to add. 
But the truth is that [ have a dream project that I really want to work on, though [ can't 
tell you much more about it other than that it is going to be a very personal game for 
everyone. It will offer more because it will get people into more than just design. 


WILSON: So, what have you discovered? 
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WRIGHT: 1 discovered that there is this entire discipline of abstract design theory. 
This is a fascinating study of the eras of design. There are times when architects 
have emphasized iterative design (incremental design with add-on functions and 
ornamentation) versus the simulated annealing approach (a computer optimization 
term for creating the most efficient link between nodes). I'm really impressed with 
the latter. It's a top-down approach where design is derived from activities and 
functional relationships. Then, the architect groups those activities together and 
creates transportation corridors. It's pretty impressive. 1 use some of the same 
techniques in software design, but these guys are way ahead of me. Anyway, that's 
my next project. 
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Hurricane Hugo, 6, 9-14 
Hurricanes, 156 
Hydro farm, of waterfalls, 43-44 
Hydro power plants, 132 


Icons, 184-191 
Ife, 56-57 
Imperial China, cities of, 60 
Import replacing multiplier effect, 88 
Incident procedures, 151-152 
Industrial areas, creating satellite, 134 
Industrial zones 

effect on pollution, 90 


evaluating, 90 
Industrial Zoning icon, 186 
Industry Display/Window icon, 190-191 
Infrastructure, showing/hiding, 193 
Infrastructure View button, 11 
Interest rate, on bonds, 190 
Isotropomorphic transport plane, 86-87 
Iterative design, 204 


JOKE, 180 


K 


Karlsruhe, Germany, 60, 62 
Kobylanski, Tari, 99-100 
KSIM Corporate Headquarters, 118 


Land rent, required for automobiles, 104 
Land use restrictions, in the Simecula 
2000 scenario, 172 
Land use zones, and transportation 
planning, 109 
Land value, 201-202, 203 
calculations of, 94 
managing, 85-87 
map of, 189 
Landscape 
fully terraformed, 46 
semi-random, 35-36 
unterraformed, 40 


writing on, 45-47 
Landscape icon, 185 
Launch Arco, 78 
Le Corbusier, 64 
L'Enfant, Washington, D.C. plan of, 62, 63 
Level Terrain icon (Leveler), 42 
Libraries, cost of, 172, 173 
Life expectancy index, 84 
Light commercial zones, 186 
Light industrial zones, 90, 186 
Light residential zoning, 186 
Line graphs, displaying, 189 
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Pausing, SimCity 2000, 131 
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Pipes, placing, 185 
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Rumph, Tony, 100 


Sailboats, 119-120 
Satellite development, 111 
Satellite industrial areas, creating, 134 
SC2K. See SimCity 2000 
Scenarios, 6-7 
guidelines for, 7-33 
Schaffer, Holly, 98 
Schools, 172, 173 
locations of, 189 
Scirica, Joe, 119-120 
Screen, rotating the, 187 
Sea level, raising/lowering, 43 
Sea serpent, 137 
Seaports. See Ports 
Semi-random landscape, 35-36 
Sensitive sites, protecting, 170 
Sewage treatment plants, for Simecula 
2000 scenario, 174 
Shared openness, 71 
SHIFT-Click, for help, 2, 184 
Shipping, of freight, 89 
Show/Hide Buildings button, 192 
Show/Hide Infrastructure button, 193 
Show/Hide Signs button, 192 
Show/Hide Zones button, 193 
Signposts, customized, 203 
Signs 
placing, 187 
showing/hiding, 192 
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SIM Copter One, 117 
SimCity 
creation of, 201 
inspiration for, 201 
playing, 205 
SimCity 2000 
mass transit in, 108 
pausing, 131 
Undo in, 2 
writing, 203 
SimEarth research, 202 


Simecula 2000 scenario, 166, 172, 177-178 


waste disposal in, 1/4 
SimRefinery, 202 
Simulated annealing approach, to 
design, 204 
Skyscrapers, 67 
Smog, 125 
Social service levels, 3 
Software toy, 198 
Solid waste disposal, 174 
South Carolina, Charleston, 6, 9-14 
Speed menu, 2, 193-194 
Spline, 36 
Spline tiles, 22 
Stadiums, placing, 187 
Standard Town Plat, 68-69, 70 
Station sites, selecting, 110 
Statue, of the mayor, 75 
Storm warnings, 153 


Strasbourg, France, walled city of, 86 


Streams, placing, 44 


Stretch Terrain icon (Stretcher), 41-42 
Students, calculating the number of, 173 


Subdivisions, zoning, 129 
Subway-rail link, 111 
Subways 
advantages of, 110-111 
starting, 186 
Surface water, clearing away, 12, 13 
Surface world, 2 


Tax rates, for industry, 190 
Taxman, records of, 191 
Tells, 57 
Temecula, California, 163-177 
location of, 164 
Temecula Valley 
archaeological sites in, 167 
endangered species of, 169 
historical summary of, 164-166 
hospitals in, 171 
paleontological sites in, 166-169 
power stations in, 176 
Terraforming, 39-47, 185 
Terrain 
leveling, 42, 185 
raising/lowering, 41, 185 
Terrain generation, 35-36 
Theatre Square, 116 
Tiles, 2 
paved, 107 
Toolbar, 184 
Tornadoes, 155-156 
Traffic, calculations of, 107-108 
Traffic congestion, answers to, 104-113 
Traffic density, displaying, 188 
Traffic Density map, for selecting 
station sites, 110 
Traffic graph, 189 
Traffic patterns, 102 
Transportation, reducing redundant, 
55 US: 
Transportation Authority, Czar of, 192 
Transportation planning, and land use 
zones, 109 
Trees, placing, 44 
Tunnelling, 106-107 
Turtle speed, 2, 194 


Underground button, 193 

Undo, in SimCity 2000, 2 

Unemployment, in Flint, Michigan, 
29-30 

Unemployment graph, 190 

Unterraformed landscape, 40 

Urban development, basic designs of, 
60-65 

Urban highways, congestion levels on, 
104 

Urban planning, open spaces in, 71-72 

Urban sprawl, in American port cities, 
67 


V/SF formula, 104 

Value graph, 189-190 

VERS, 180 

Vitruvius, 58 
Volunteer fire department, 154 


W 


War, influence on cities, 56-57 
Warehousing, 90 
Washington, D.C., 62, 63 
Water 
and commerce, 55-56 
placing, 43-44 
Water hookups, checking on, 193 


Water icon, 185 
Water pipes, and subway lines, 111 
Water pollution, 123-125 
Water pumps 
installing, 124 
placing, 185 
Water system 
map of, 189 
repairing for Charleston, 11 
repairing for Hollywood, 17-18 
Water towers, placing, 185 
Water treatment plants, installing, 123 
Water% graph, 190 
Waterfalls, creating, 43 
Waterpipe button, 11, 12 
Were-llamas, 140 
Williamsburg, Virginia, 64, 65 
Windmill farms, 132 
Windmills, installing, 124-125 
Window displays, opening in the menu 
bar, 188 
Windows menu, 195 
Wright, Will 
interview with, 197-204 
objective in creating SimCity 
series, 178 
thing for llamas, 159 
Writing, on the landscape, 45-47 


Ziggurat, 57 

Zone Demand icon, 190 

Zones, 2 
balance between, 89 
map of, 188 
showing/hiding, 193 
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zn our Guideto SIMGity 2000 wint 
| Introduce You to a Whole New World of Gaming 


SimCity is one of the most popular computer games of all time. It simulates the trials and tribulations of mayors 
and city planners , and it has been a sheer joy to play by millions of people. SimCity 2000 is an entirely new 
game that continues the SimCity tradit ion but with more depth, more control over your cities, more complexity, 
and with some of the best graphics you'll ever see. 


The SimCity 2000 Planning Commission Handbook explores the strategies of how to approach and how to be 
succesful in SimCity 2000. You'll learn how to quickly and easily create successful cities and keep them running 
for hundreds of (Sim)years. You'll learn to create cities that will run themselves and keep on running, practically 
forever. 


Not only do authors Peter Spear (The King's Quest Companian and The Space Quest Companian) and Johnny 

Wilson (The Official SimCity Classic Planning Commission Handbook and Editor-in-Chief of Computer Gaming 

y. World magazine) bring you strategies, hints and tips for becoming a successtul SimCity Mayor, but they also 
EA 5 _ bring a unique perspective on SimCity 2000, direct from the people who invented city planning itself - city plan- 
Ei ners. (And just because some of ti.'s doesn't work for them doesn't mean it won't work for you.) 

p . 


During your guided tour the authors point out some of the more unusual sights and people that you'll find inhab- 


Ed 
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de 
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Ed ” ng 
ting your SimCities. You will: 
m- Learn the secrets behind SimCity 2000's special =- Meet seldom seen SimCity inhabitants (sea 
awards; what you have to do to earn arcolagies, monsters and superhero included). 
Llama Domes and military bases, among others. … {earn how to become a millionaire overnight 
B Visit seldom seen corners of your SimCity and (with no purchase necessary) A 
even find out what's playing at the drive-in! ze Uncover hidden easter eggs and cheat modes. 
kn t You'll learn the unsolved mysteries of SimCity 2000. All those things that you may never have known existed, or ne E 
{ E° _if you knew they existed you never knew why. je 
td id El Peppered with political satire and loaded with hints and techniques that will show you how to get your cities up NN 
pest and running quickly, The Official SimCity 2000 Planning Commission Handbook will take SimCity 2000 to sig 
e another dimension. The Official SimCity 2000 Planning Commission Handbook will show you how to change a. 
your world and beat the odds. But even more importantly, it will make you want to play SimCity 2000 over and 
over again. (After all, we're going to make you a millionaire.) 2 » 
SimCity Classic is a vedehark) of Sim- ad vee ie. gn . | 
Ne A SimCity is a registered trademark af Sim- Business. ej 
deme, hi i 
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